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CONTAINING 


The LAWS of the GAME: 


AND ALSO 


Some RULEs whereby a Beginner may, with due 
Attention to them, attain to the Playing it well. 
CarcvLrAaTIONs for thoſe who will bet the Odds on any 
Points of the Score of the Game then playing and 
depending. 5 

CAszEs ſtated, to ſhew what may be effected by a very good 
Player in critical Parts of the Game, 

RErERENCES to CAsEs, vizs at the End of the Rule, you 
are directed how to find them. 

CarcvLaTioNns, directing, with Moral Certainty, how to 
play well any Hand or Game, by ſhewing the Chances of 
your Partner's having 1, 2, or 3 certain Cards, 

With a Variety of Casxs added in the Appendix. 


22 


By EDMoND HorLe, Gent, 


The Laws of the Game, and an Explanation of the Calcu- 
lations which are neceſſary to be underſtood TT" thoſe who - 
would play it well, 

AN D ALs0, 

A DIeoer ION AR x for WHIST, which reſolves 

almeft all the critical Caſes tbas may happen at the 


Game. 
To which is added, 


An ARTIFICIAL MEMORY : 
Or, an eaſy Method of aſſiſting the Memory of thoſe 
| that play at the Game of WHIST. 
And ſeveral C as ES, not hitherto publiſhed, 
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TREAT ISM 


| On the GAME ns: 
"W.-H" FS 65 


'S: HE Author of this Treatiſe did pro- 


miſe, if it met with Approbation, to 

make an Addition to it by way of 
APPENDIX, which he has done accordingly... . 
It is neceſſary to premiſe, that thoſe, who 
intend to read this Treatiſe, are defired to 
peruſe the following Calculations ; and they 
need only charge their Memories with thoſe 

that are marked with a N. B. upon which the 

whole Reaſoning of this Treatiſe depends. 


” 
. 


Carcuvrations, Airecting, with moral Cer= 
tainty, how to 432 well any Hand or Game, 

. by ſhewing the Chances of your Partner's hav- 
ing 1, 2, or 3, certain Cards, *\* © 


For EXAMPLE, 


'WOU'D know what is the Chance of 
his having one certain Card, 


B 2 Anſwer, 


A ſhort TREATISE on 


4 


* 


ed . againſt for 
Anſwer, him bin. 


That he has it not is N. B. | 0 1. 
IT. I would know: what is the Chance f 


his having two certain Cards? 


againſt for 


A Anſwer F him him 
That he has one of them only, is 31 to 26 


That he has not both of them, 17 
But that he has one or both is 25 


r N. B. 


about 


2 
32 


to 4, Or N. te 3G 
III. I would alſo know, what are the 


Chances of his having 3 certain Cards? 


for againft 
Anſwer. whim dim 


bel one of them only, 


is 325 for him, to 378 againſt 6 to 7 


him, or about | 
That he has not 2 of them only, ) 


is 156 for him, to 547 againſt Hat 


1 


him, or about 


That he has not all 3 of them, x: | 


22 for him, to 681 againſt him, 


or about 77 ; 
But that he has 1 of 2 of them, is) 


44391 for him, to 222 againſt þ 13 


him, or about 


* 


them, is about N. B. 


And he that has ** or all 3 of | * 


2 


a. 


| | 


the right-hand Adverſary leads a Suit, of 


verſary cannot win it. 


your right-hand and left-hand Adverfaries : 


the GAME f WHIST. 1 | 
An Explanation and Application of the Calcula- 1 


tions neceſſary to be underſtood by thoſe who are 
to read this Treatiſe, | 


- Firſt CALCULATION. 


TT is 2 to 1 that my Partner has not one 
certain Card. 40 


To apply this Calculation, let us ſuppoſe 


which you have the King, and one ſmall Card 
only, you may obferve that it is 2 to 1 by 
putting on your King, that the left-hand Ad- 


Again, let us ſuppoſe that you have the 

King, and three fs Cards of any Suit, like- 

wiſe the Queen, and three ſmall Cards of any 

Suit, I would know which is the beſt Suit to 

lead from. Anfwwer, from the woe becauſe 
ye 


. & _ 
_ - » 4 * — 4 r 
r ey EL „ BOP en 150g To 2 
= PE Cue. + __ * * 1 0 
* 2 4 — ——ä— — CI 


it is 2 to 1 that the Ace does not behind 
you; but it is 5 to 4 that the Ace or King of 
any Suit, lies behind you, and conſequently, 
by leading from your Queen-Suit, you play 
to a Diſadvantage. l 


2 1 PR” 
9 V % - 


| 24. CALCULATION. It is 5p to 4 at leaſt 
that your Partner has 1 Card out ef any two 
certain Cards ; the like Odds is in favour of 


therefore, ſuppoſe you have 2 Honours in any 
Suit, and knowing it 5 5 to 4 that your 8 
| 1 0 


6 bort TREATISE en 

holds one of the other 2 Honours, you do by 
this Knowledge, play your Game to a greater 
Degree of Certainty, . . 


Again, let us ſuppoſe that you have the 


Queen and 1 ſmall Card in any Suit only, and 


that your right-hand Adverſary leads that Suit, 
if you put on your Queen, it is 5 to 4 that 
your left-hand Adverſary can win it, and Hens 
tore you play 5 to 4 to your Diſadvantage. 


34. Carcviarion. It is 5 to 2 that your 


Partner has 1 Card out of any 3 certain 


Cards. | 


Therefore, ſuppoſe you have the Knave and 
1 ſmall Card dealt you, and that your right- 
hand Adverſary leads from that Suit, if you 
put on the Knave, it is 5 to 2 that your left- 

nd bg f has either Ace, King, or 
Queen of the Suit led, and therefore you play 
* 2 againſt yourſelf ; beſides, there is a fur- 
ther Conſideration, by making a Diſcovery to 
your right-hand Adverſary, he fineſſes upon 
your Partner throughout that whole Suit. 


And in order to explain the Neceſſity there 


is, of putting the loweſt of Sequences in all 
the Suits led, let us ſuppoſe that your Adver- 


ſary led a Suit, of which you have King, 
— and Knave, or 2 Knave, and 
Ten; by putting on your K nave of the Suit of 


Ins you have King, Queen, and Knave, 
. | 4 it 


Calculation; let us ſu poſe, that you have the 


out of 7 Cards in your Hand, you are intitled 


the GAME of WHIST. © 7 
it gives your Partner an Opportunity of cal- 
culating the Odds for and againſt him in that 
Suit, and alfo in all inferior Suits of which 
you have Sequences. 


A farther Uſe to be made of the foregoing 


Ace, King, and 2 ſmall Trumps, with a Quint- 
Major, or 5 other winning Cards in your 
Hand in any Suit, and that you have played 
"Trumps two Rounds, and that each Perſon 
followed Trumps ; in this Caſe, there are 8 
Trumps out, and 2 Trumps remaining in PE 
Hand, which make 10, and 3 Trumps which 
are divided between the remaining 3 Players, 
of which 3 Trumps the Odds is 5 to 2 in your 
Favour that your Partner has x ; and therefore 


to win 5 Tricks. 


* — 


F 8 3 A flare aaron on 


| Some COMPUTATIONS for laying of you Money £ 
| = at the Game of W HIST. | 


1 With the Deal. 
Tbe Deal — — — is 21 to 20 


1 Love — — — 8 
St MMM io ts cd0 
3 * —_ a 3 2 
4 ol 257 4 4 
tha 97 2 1 
the Lurch — 
{4 _ — mm: 7 2 
F 1 
9 is about. — — 8 2 
0 With & the A 
T0 1 _ — is 9 to 8 
3 „ 9 7 
1 FF 8 
2 E e , 9 5 
1 . 9 + 
1 — — — MM 2 
3 I is about — — 4 1 
5 With the Deal. 
to 2 — — — is to 7 
oF — D — 4 3 
— . 
2 — — — ; I 
2 — —— — = 
f 816 


ww 


the Garin of WHIST. 


© oo OG 


With the Deal. 
8 to 7 is above — _ 


8 to 2 — — 
$5154 _; _ 
W Wich the Deal. 
„ 
3 — — — 
B 
Zis about rt OF yo 
| With the Deal. 
5 to 4 — — — 
4 — — — 
8 4 — — ö —— 
9 4 A 9 
151 With the Deal. 
6 to 5 — — — 
8 5 000 
e 77 ³˙ VO 
n oe 

; With the Deal. 

* 6 — — — 
9 © is about 


11333 


sas 


4 to 
7 
is 7 to 
7 
7 
v 
7 
3 
is 6 to 
833 
2 1 
3 1 
* 
is 5 to 
. 0 
2 
2 


1 = dw+E 


10 A fort TREATISE n 
8 0, upon the beſt Computation made at 
preſent, is about 3 and a half in the Hundred, 
in favour of 8 with the Deal; againſt the 
ral, the Odds is ſtill, though ſmall, in favour 
of 9, | | | = 


Calculations at Whiſt for the Whole Rubber. 


C Oppoſe Aand B are at Play, and that A is 
ame, and 8 Love of the ſecond Game 
with the Deal. . 

Quere, What is the Odds throughout the 
Whole Rubber? | | 
1 Game Love and 9 Love of the ſecond 
Game (upon Suppoſition of 9 Love with the 
Deal) being nearly 6 to 1. | | 
Firſt Game and q Love of the 1 
ſecond Game 1s nearly 3 
Firſt Game and 8 Love of the ons 
ſecond Game is a little more & 13 to 1 &c. 
than the former — | 
Firſt Game and 7 Love of the 
ſecond is nearly — — 
Ditto and 6 Love of the ſe- 
cCond is nearly — — e 
Ditto and 5 Love of the 1 6 tor 
ſecond is nearly — — 5 
Ditto and 4 Love of the 
ſecond is nearly — — 
Ditto and 3 Love of the t 
ſecond is nearly — — 
Ditto and 2 Love of the | 
ſecond is nearly —_ — 
Ditto and 1 Love of the [ 
-. .. fecondis nearly — — 


* 


te GAU fWHIST. MY 
The above r are made N $7 I 


* 


Againſt the Deal. 


Suppoſe A and B are at Play, and that His t 
ame and any Number of Fein in * 
ſecond Deal: 
Firſt Game and 9 Lom of the 1 
ſecond Game is nearly | 
Ditto and 8 Loye of the ſe= } 19 
cond Game is (a little Tt 'v9 
more) : 
Ditto and 7 Love of the ſe- 
ſecond is 
Ditto and S Lore of the ſe- 
cond Game is 
Ditto and 5 Love of the ſe- 
cond Game is 
Ditto and 4 Love of the ſe- 


to L 


9 te 
1398 
5 to 


8 3 18 of r 42 to. 
itto an ove e- 2 
cond N is . 4 to 
Ditto and 2 Love of the ſe- 


cond Game is 7 8 
Ditto and 1 Love of the ſe- EY is 
cond Game is nearly | 71 


4 
The Uſe which is to be made of the fore- 

ing Calculations, may be made by dividin 
the Stake, according to the Tables bereich 
fet down. 1 


1 
2 
2 
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1 Theſe Calculations have been N of 
by ſome of the beſt Judges at Whiſt, &c. 
wy r 
Some GENERAL Rur Es to be obſerved by 
| BEGINNERS. - 


HEN you lead, begin with the beſt 
Suit in your Hand; if you have a 
Sequence of King, Queen, and K nave, or 
| Queen, Knave, and Ten, they are ſure Leads, 

and never fail gaining the Tenace to yourſelf 
or Partner in other Suits ; and begin with the 
higheſt of the Sequence, unleſs you have 5 in 
Number: In that Caſe play the loweſt, (ex- 
cept in Trumps, when you muſt always play 
= the higheſt) in order to get the Ace or Line 
cout of your Partner's or Adverſary's Hand, by 

which Means you make Room for your Suit. 

* II. „ 

If you have 5 of the ſmalleſt Trumps, and 
not one good Card in the other Suits, trump 
out; which will have this good Conſequence 
at leaſt, to make your Partner the laſt Player, 
and by that Means give him the Tenace, 


2 5 III. | 5 
= i you have 2 fmall Trumps Nr Ace 


ing of two other Suits, and a Deficiency 

of the fourth Suit, make as many Tricks as 
you can immediately; and if your Partner 
refuſes cither of your Suits, do not force him, 
ln OG | | becauſe 
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becauſe that may weaken his Game too 


much. $} 
1 | EY: ren | 
You need ſeldom return your Partner's Lead, 

if you have good Suits of your own to play, 
unleſs it be to endeavour to ſave or win a 
Game ; What is meant by good Suits, is, in 
caſe you ſhall have Sequences of King, Queen, 

en. 


and Knave, or Dan Whine, and 


If you have each 5 Tricks, and you are 


aſſured of getting 2 Tricks in your own Hand, 
1 


do not fail winning them, in Expectation of 
ſcoring 2 that Deal ; becauſe, if you loſe the 


odd Trick, it makes 2 Difference, and you. 


play 2 to 1 againſt yourſelf. | 


An Exception to the foregoing Rule is, 


when you ſee a Probability either of ſaving 
your Lurch or winning the Game, in either 
of which Caſes you = = riſk the odd Trick. 


When you have a Probability of winning 
the Game, always riſk a Trick or two, be- 


cauſe the Share of the Stake, which your Ad- 


verſary has by a new Deal, will amount to 


more than the Point or two which you riſk by 


that Deal. 5 | 1 
The foregoing Caſe refers to Chap. VI. 
Caſe I, 25 3 45 5 6. Bf 9 k 


RS 


LOSE 


" a" 
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are to lead, your Buſineſs in that Caſe is to 
riſk a Trick or two, in Hopes of putting your 


ting you have the Queen or Knave, and 1 
other Trump, and no good Cards in other 


Trumps; by which Means you will ftrength- 
en your Partner's Game, if he is ſtrong in 
Trumps ; if he is weak, you do him no In- 


ury. 

. vm. 
If you are four of the Game, you muſt play 
for an odd Trick, becauſe it ſaves one half of 
the Stake which 5 5 play for; and, in order 
to win the odd I rick, though you are pretty 
firong in Trumps, be cautious how you trump 
out. What is meant by Strength in Trumps, 
is, in caſe you ſhould bave 1 Honour and 3 
Trumps. | IX TY | | 


If you are 9 of the Game, and tho' very 
to have a Chance of trumping any of your 
Adverſary's Suits ; in that Caſe do not trump. 
out, but give him an Opportunity of trumping 
E _ thoſe Suits. If your Game is ſcored 1, 2, or 
vou mult play the Reverſe; and alſo at 5, 
or 7; becauſe, in theſe two laſt recited. 
Caſes, you play for more than 1 Point. | 


X. 


| If your Adverſary is 6 or 7 Love, and you - 
Game upon an Equality; therefore, admit- 


Suits, play out your Queen or Knave of 


ſtrong in Trumps, if 755 obſerve your Partner 


' * 
- * Ul — — — 


Honour. 
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If you are laſt Player, and find that the third 
Hand cannot put on a good Card to his Part- 


| ner's Lead, admitting you have no L os Long 


of your own to play, return the Lead upon 
the Adverſary ; which 2 your Partner the 
Tenace in that Suit, and often obliges the Ad- 
verſary to change Suits, and conſequently 
gains the Tenace in that new Suit alſo, #1 


If you have Ace, King, and four ſmall 
Trumps, begin with a ſmall one; becauſe it 
is an equal Wager that your Partner has a 
better Trump than the laſt Player; if fo, you 
have three Rounds of Trumps ; if not, you 


cannot fetch out all the 'Trumps. 
| XH. 


If you have Ace, King, Knave, and three 


. ſmall Trumps begin with the King, and then 
play the Ace, (except one of the Adverſaries 


refuſes Trumps) becauſe the Odds is in your 
Favour that the Queen falls. | 
$14 TOUT XIII. abe Then Il 
If you .have — Queen, and four ſmall 
Trumps, begin with a ſmall one, becauſe the | 
Odds is on your Side that your Fartner has an 


| h 3 N {| 
ſmall Trumps, b A with this Kin „ becauſe | 
you have a fair Chance that the Knave falls 
DE, | | | 8 | 


- 
F 
* 
. 
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fineſſe your Ten upon the Return of Trumps 
from your Partner. | 
Refers to Chap. VII. Caſe x, 2, 2. 
* XV 15 ** 


| | Tf you have Queen, Knave, and four ſmall 
Trumps, begin with a ſmall one, becauſe the 
Odds is in your Favour that your Partner has 


an Honour. | 
| . 


If you have Queen, Knave, Nine, and three 
ſmall Trumps, begin with the Queen, be- 
cauſe you have a fair Chance that the Ten 
falls in the ſecond Round; or you may wait 
to fineſſe the Nine. 

Refers to Chap. VII. Caſe 1, 2, 3. 

XVII. © 543; 45246 

If you have Knave, Fen, and four ſmall 
Trumps, begin with a ſmall one, for the Rea- 
ſons aſſigned in No. 15. | | 

. XVIII. $24 - 
Tf you have Knave, Ten, Eight, and three 
ſmall Trumps, begin with the K nave, in or- 
der to prevent the Nine from making a Trick, 
and the Odds is in your Favour that the three 
= Honours fall in two Rounds. 
If you have ſix Trumps of a lower Deno- 
mination, you are to begin with the loweſt, 
= unleſs youſhould have Ten, Nine, and Eight, 
and an Honour turns up againſt you; in that 
= Caſe, if you are to play through the 8 
| FAS TI : gin 


EE ²˙ : ⸗ũ . Cn on pronto 


. Reaſons aſſigned in NY, 15. 
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begin with the Ten, which obliges the Adver- 


ay to play his Honour to his Difadvantage, 
or leave it in your Partner's Option, whether 


he will paſs it or not. 


XX, . | 

IF you have Ace, King, and three ſmall 
Trumps, begin with a ſmall one, for the 
Reaſons afligned in No. 15. ann 

>.» + Prey. 

If you have Ace, King, and K nave, and 
two ſmall Trumps, begin with the King, 
which, next to a moral Certainty, informs 
your Partner that you have Ace and Knave 
remaining; and, by putting the Lead into 
your Partner's Hand, he plays you a Trump, 
upon which you are to fineſſe the Knave, and 
no ill Conſequence can attend ſuch Play, ex- 
cept the Queen lies behind you fingle. _ 

efers to Chap. VII. Caſe 1, 2, 3. 
XXII. 


If you have King, Queen, and three mall 


Trumps, begin with a ſmall one, for the aſ- 


ſigned Reaſons in NP. 15. 
If you have King, Queen, Ten, and two 


ſmall Trumps, begin with the King, for the 


Reaſons afligned in NY, 21. | 

XXIV. e 
If you have Queen, Knave, and three ſmall 
Trumps, begin with a ſmall one, for the 


XXV. 


- A 
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r . 

If you have Queen, Knave, Nine and two 

ſmall Trumps, begin with the Queen, for the 

Reaſons aſſigned in NC. 16. p | 

XXVI. | 

If you have Knave, Ten, and three ſmall 

Trumps, begin with a ſmall one, for the Rea- 


ST ſons affiened in N®. 18. 
. 1 XXVII. 


If you have Knave, Ten, Eight, and two 
mall Trumps, begin, with the Knave, be- 
cauſe in two Rounds of Trumps it is Odds. 
but that the Nine falls ; or, upon the Return | 
of Trumps from your Partner, you may fineſle 
the Eight. | | EL 


„% TINISTED (5, O51! 6 
If you have five Trumps of a lower Deno- 
mination, it is the beſt Play to begin with the 
loweſt, unleſs you have a Sequence of Ten, 
Nine, and Eight, in that Caſe begin with the 
higheſt of the Sequence. | bn 
| XXIX. ; | 


Ke you have Ace, King, and two ſmall 
Trumps, begin with a ſmall one, for the 
Reaſons aſſigned in BZ N. | 


If you have Ace, King, Knave, and one 
ſmall Trump, begin with the King, for the 
Reaſons, aſſigned in N. 21. 

If you have King, Queen, and two ſmall 
Trumps, begin with a ſmall one, for the Rea- 
ſons aſſigned in NP. 15. „III. 


—— — 
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| XXXII. „ 
If you have King, Queen, Ten, and one 
ſmall Trump, begin with the King, and wait 
for the Return of Trumps from your Partner, 
when you are to fineſſe your Ten, in order to 


win the Knave. Eq 
ie en, © ©9205 r IT 
If you have Queen, Knaye, Nine, and one 
ſmall Trump, begin with the Queen, in order 
to prevent the Ten, from making a Trick, 
If you have Knave, Ten, and two fmall 
Trumps, begin with a ſmall one, for the Rea» 
ſons aſſigned in NY. is 1 
If you have Knave, Ten, Eight, and one 
ſmall Trump, begin with the Knave, in order 
to prevent the Nine from making a Trick. 
XXXVI. | „ fins 

If you have Ten, Nine, Light, and one 


ſmall Trump, begin 5 the Ten, which 
leaves it in your Partner's Diſcretion, Whether 
he will paſs it or not. 

If you have Ten and three ſmall Trumps, 
begin with a ſmall one. i 


J bort TrrATISE on 
CHAP. II. 


Some PARTICULAR RULEs to be obſerved, 


; I. * | Be, EN. 
I you have Ace, King, and four fmall 
1 Trumps, with a good Suit, you muſt play 
three rounds of Lxumps, otherwiſe you may 


have your ſtrong Wie . c 


If vou have King, Queen, and four ſmall 
Trumps, with a good Suit, trump out with 
the King, becauſe when you have the Lead 
again, you will have 57 7 ounds of Trumps. 


+ If you have King, Queen, Ten, and three 
ſmall Trumps, with a good Suit, trump out 
with the King, in Expectation of the Knave's 
falling at the ſecond Round ; and do not wait 
to fineſſe the Ten, for Fear your ſtrong Suit 
ſhould be trumped. * 8 | 


If you have Queen, Knave, and three ſmall 
Trumps, with a good Suit, trump out with 
a ſmall one, Res „ 


If you have Queen, Knave, Nine, and two 
ſmall trumps, with a good Suit, trump out 
with the Queen, in Expectation of the FTen's 
falling at the ſecond Round; and do not wait 
to fineſſe the Nine, but trump out a ſecond 
1 3 Time, 
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Time, for the Reaſons aſſigned in Caſe III. in 
this Chapter, _ $5702 e 

If you have Knave, Ten, and three ſmall 
Trumps,' with a good Suit, trump out with 
a 1 one, | | | * 4% 1p 
If you have Knave, Ten, Eight, and two 


ſmall Trumps, with a good Suit, trump out 
with the K nave, in Expectation of the Nine's 


falling at the ſecond Round. 


VIII. 1 2 * 
If you have Ten, Nine, Eight, and one 
ſmall Trump, with a good Suit, trump out 
with the Ten. | 51 


PARTIcULAR GAMEs, and the Manner iu 
which they are to be played, after a Learner 
has made ſome Progreſs in the Game. 7 


C UPPOSE you are elder Hand, and that 
your Game conſiſts of King, Queen, 

nave of one Suit; Ace, King, Queen, and 
two ſmall Cards of another Suit; King and 
Queen of the third Suit, and three mall 
Tumps: Query, How is this Hand to be 
played? You are to begin with the Aceiof 
your beſt Suit, (or a Trump) which informs 
your Partner that you have the Command of 
that Suit; but you are not to proceed with the 
King of the ſame Suit, but you muſt Play A 
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Trump next; and if you find your Partner 
has no Strength to ſupport you in Trumps, 
and that your Adverſary plays to your weak 
Suit, viz. the King and _—_— 1 in that 
Caſe play the King of the Suit which belongs 
to the beſt Suit; and if you obſerve a Proba- 
bility of either of your Adverſaries being likely 
to trump that Suit, proceed then and play the 
King of the Suit of which you have Mons) 
Queen, and Knave. If it ſhould ſo happen, 
that your Adverſaries do not play to your 
weakeſt Suit, in that Caſe, though apparently 
our Partner can give you no Aſſiſtance in 
—— purſue your Scheme of trumping out 
as often as the Lead comes into your Hand: 
By which Means, ſuppoſing your Partner to 
have but two T'rumps, and that your Adver- 
Reer have four each, by three Rounds of 
rumps, there remain only two Trumps 
againſt you. „ 
E 3 Elder Hand. | | L 
_ :. Suppoſe you have Ace, King, Queen, and 
; i Rupp pp! with a Saen from the 
- King of five in another Suit, with four other 
Cards of no Value, Begin with the Queen of 
rumps,. and purſue the Lead with the Ace, 
which demonſtrates to your Partner that you 
have the King: And as it would be bad Play 
to purſue Trumps. the third Round, till you 
have firſt gained the Command of your great 
Suit, by ſtopping thus, it likewiſe informs 
| | | your 
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your Partner that you have the King and one 
Trump only remaining ; becauſe, it you had 
Ace, King, Queen, and two Trumps more, 
and Trumps went round twice, you could re- 
ceive no Damage by playing the King the 
third round. When you lead your Sequence, 


begin wich the loweſt, becauſe if your Partner 
has the Ace he plays it, which makes Room 


for your Suit. And ſince you have let your 


Partner into the State of your Game, as ſoon 
as he has the Lead, if he has a Trump or 
two remaining, he will play Trumps to you, 
with a moral Certainty that your King © ears 
your Adverſaries Hands of all their Trumps, 


III. : n 


| | Second Player. W 
Suppoſe you have Ace, King, and two ſmall 


rumps, with a Quint- Major of another Suit; 


in the third Suit you have three ſmall. Cards, 
and in the fourth Suit one. Your Adverſary 
on your Right-Hand begins with playing the 


Ace of your weak Suit, and then, proceeds to 


play the King: In that Caſe, do not trump. it, 
but throw away a loſing Card, and if he pro- 
ceeds to play the Queen, throw away another 
loſing Card; and do the like the fourth Fime, 


in Hopes your Partner may trump: 1 ho 
ay 


will in that Caſe play a Trump, or wi 

to your ſtrong Suit. If Trumps are played, 
go on with them two Rounds, and then pro- 
ceed to play your ſtrong Suit; by which 


2 


I», "I 


1 
1 
| 4 
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Means, if there happen to be four Trumps in 
one of your Adverſary's Hands, and two in 
the other, which is nearly the Caſe, your 


Partner being intitled to have three Trumps 


out of the nine, conſequently there remain only 


ſix Trumps, between the Adverſaries ; your 


ſtrong Suit forces their beſt Trumps, and you 
have a Probability of making the odd Trick in 
your own Hand only; whereas if you had 
trumped one of your Adverfaries beſt Cards, 
| you had ſo weakened your Hand, as probably 
not to make more than five Tricks without 
your Partner's Help, OT = | 


Suppoſe you have Ace, Queen, and three 
ſmall Trumps ; Ace, Queen, Ten, and Nine 


of another Suit; with two ſmall Cards of each 
of the other Suits : Your Partner leads to your 


Ace, Queen, Ten, and Nine; and as this 
Game requires rather to deceive your Adver- 
faries, than to inform your Partner, put up 
the Nine, which naturally leads the Adverſary 
to play Trumps, if he wins that Card. As 
| ſoon as Trumps are played to you, return 
them upon your Adyerſfary, keeping the Com- 
mand in your own Hand. If your Adverſary 
who led Trumps to you, puts up a Trump 
which your Partner cannot win, if he has no 
good Suit of his own to play, he will return 
—— Partner's Lead, imagining that Suit lies 
between his Partner and yours: If this Fineſſe 

of yours ſhould ſucceed, you will be a great 

es RAR RT „ 
* 


2 
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Gainer by it, but ſcarcely poſſible to be a 
Loſer. | Di | 


4 194 you have Ace, King, and. three 
ſmall Trumps, with a Quart from a King, 
and two ſmall Cards of another Suit, and one 
ſmall Card to each of the other Suits ; your 
Adverfary leads a Suit of which your Partner 


has a Quart-Major ; your Partner puts up the 


Knave, and then proceeds to play the Ace : 
You refuſe to that Suit by playing your looſe 
Card ; when your Partner plays the King, 
your Right-hand Adverſary trumps it, ſup- 
poſe with the Knave or Ten, do not over- 
trump him, which may probably loſe you two 
or three Tricks by weakening of your Hand: 
But if he leads to the Suit of which you have 
none, trump it, and then play the loweſt of 
your Sequence, in order to get the Ace either 
out of your Partner's or Adverfaries Hand; 
which accomplithed, as ſoon as you get the 
Lead, play two-Rounds of Trumps, and then 
proceed to play your ſtrong Suit. Inſtead of 
your Adverſary's playing to your weak Suit, 
if he ſhould play I rumps, do you go on with 
them two Rounds, and then proceed to get the 
Command of your Say Suit. But'you — 4 
ſeldom find thi: laſt Method practiſed, excep 
by moderate Players. Pre 
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Games to be played, with certain Obſervations 
© » whereby you are aſſured that your Partner has 
no more of the Saut played either by e 


er him. 
I. Firſt Example. 
8 POSE you lead from Queen, Ten, 
Nine, and. two ſmall Cards o 4 any Suit; 
_ _— —— Mich on the 5 ave, your 
artner plays the Eight; in t > Cate, u 
| having Guorr, Ten, and Nine, it is a De- | 
; monſtration, if he plays well, that he can 
; have no more. of that Suit. Therefore, by 
. -. that i ger you may play your Game ac- 
| e 


* hor —— Woo ety 1 8. 
* by m0 9 


cordingly; either by forcing him to trump that 
Suit, if — are ſtrong i in Trumps, or wt 6 
ing ſome other Nuit. 


| II. Second Example 
Suppoſe y you have King, ( een and Fen 
of a Suit, and you lead your your Part- 
ner plays the K nave, this demon! BAK he has 
no more of that Suit, 


II Third 2 admpie, whith varies from he 
ao former. 
e you. axe King, Queen, and, many 
more of 'a Suit, and you begin with the King, 
in ſome Caſes it is — 2 in a Partner, 
wehen he has the Ace and one El Card in 
that Suit only, to win his Partner's King 
with his Ace ; for ſuppoſe he is K. ſtrong i n 
"Trumps, by taking os Partner's King _ 
tne 


- which 
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the Ace, he trumps out, and after he has 
cleared the Board of Trumps,: he returns his 
Partner's. Lead; and having parted with the 
Ace of that Suit, he has made Room for his 
Partner to make that whole Suit, which poſ- 
ſibly could not have been done if he had kept 
the Command in his Hand. . 
And ſuppoling his Partner has no other good 
Card in his Hand beſides that Suit, he lofes 
nothing by the Ace's taking of his King; but 
if it ſhould ſo happen that he has a good Card 
to bring in that Suit, he gains all the Tricks 
Yo makes in that Suit, by this Method 
of Play: And as your Partner has taken your 
4 with the Ace, and trumps out upon it, 
you have Reaſon to judge he *. one of that 
Suit to return you; therefore do not throw 
away any of that Suit, even to keep à King 


or Queen guarded, 


| CH Aa B. .. . 
Particular Games both to endeavour to deceiue 
and diftireſs your Adverſaries, and ta demon- 
 ftrate your Game to your Partner 

I. Fo Example. © $460 

| QULPQEEF play the Ace of a Suit of 
which I have Ace, King, and three ſmall 

ones ; the laſt Player does not chuſe- to trump 
it, having none of the Suit; if I am not ftrong 
enough in Trumps, I muſt not play out the 
King, but keep the Command of that Suit in 
my Hand by playing of a ſmall one, which I 
in order. to weaken his Game. 


muſt do 
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| Al Ken. — 7 | 
Tf a Suit is led, of which I have none, and 
z moral Certainty that my Partner has not the 
beſt of that Suit, in order to deceive the Ad- 
verſary I throw away = ſtrong Suit; but to 
clear up Doubts to my Partner, when he has 
the Lead I throw away my weak Suit. This 
Method of Play will generally ſucceed, unleſs 
you play with very good Players, and even 
with them, you will oftener gain than loſe by 
this Method of Play. | 
SEAT: VE 


=.» 


Particular Games to be Loved, by which you run 


the Riſt ef loſing one Trick only, to gain three. 
LR > IJ. Firſt Example. 1 

8 Clubs to be Trumps, a Heart 

O is played by * Adverſary; your Partner 


that Suit, throws away a 


Raving none © | 
Spade; you are then 2 his Hand is 
compoſed of Trumps and Diamonds; and ſup- 

oſe you win that Trick, and being too weak 


in ng king dare not force him; and ſup- 


poſe you ſhall have King, Knave, and one 
| Tmall Diamond; and further, ſuppoſe your 
Partner to have Queen and five Diamonds; in 
that Caſe, by throwing out your King in your 
firſt Lead, and your Knave in your fecond, 
your Partner and you may win five Tricks in 
that Suit; whereas if you had led a ſmall Dia 
mend, and your Partner's Queen having been 


maining 


wen with the Ace, the King and Knave re- 


— — — 


ry 
—_ 
— — 
— 


ſhould have Queen, Ten, and one ſmall C 
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maining in your Hand, obſtructs his Suit: 


And tho' he may have the long Trump, yet, 
by playing a ſinall Diamond, and his lon 
rump having been forced out of his Hand, 
ou loſe by this Method of Play three I 'ricks 
in that all.. 
| II. Second Example. + 
- Suppoſe in the like Caſe of the former, you 
ard 
in your Partner's ſtrong Suit; which is to be 
diſcovered by the former. Example ; and ſup- 
poſe your Partner to have Knave and five finall 
Cards in his ſtrong Suit; you having the Lead 


are to play your Queen, and when you play | 
again you are to play y en; and ſuppo 
him to have the long Trump, by this Method 


our Ten; and ſuppofe 


he makes four Tricks in that Suit; but ſhould 
ou play a ſmall one in that Suit, his Knave 
eing gone, and the Queen remaining in 
your Hand in the ſecond Round of playing 
that Suit, and the long Trump being free? 
out of his Hand, the (pens remaining 3 
e. 


your Hand obſtructs the Suit, by which Me 
hee of Play you loſe three 'I ricks in that 
pry | | e 


III. Third Example. \ N 
In the former Examples you have been ſup- 


poſed to have had the Lead, and by that 


means have had an Opportunity of throwing 
out the beſt Cards in your Hand of your Part- 
ner's ſtrong Suit, in order to make room for 
the whole Suit, we will now ſuppoſe your 


Partner is to lead, and in the Courſe of Play, 


C 3 it 


25 pants; "I 3 0 
2 2 — 
— 


it appe | 
great Smt; ſuppoſe Ace, King, and four ſmall 


have 


you only ri 
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to you that your Partner has one 


ones, and that you have Queen, Ten, Nine, 
and a very ſmall one of that Suit; when your 


Partner plays the Ace, you. are to play the 


Nine ; when he plays the King, you are to 
play the Len; by which means you ſee, in the 


third Round, you make your Queen, and hav- . 
ing a (all — — you do not obſtruct 


your Partner's great Suit; whereas if you had 


kept your Queen and Ten, and the Knave 
Allen from the Adverſaries, you had loſt 


two Tricks in that Deal. 
IV. Fourth Exa 


| ww. . 
Suppoſe in the Courſe of Play, as in the 


A 


former Caſe, you find your Partner to have 
one great Suit, and that you have King, Ten, 
and a ſmall one of that Suit; your Partner 
leads the Ace, in that Caſe Play your Ten, 
and in the ſecond your King; T his Metho 
is to prevent a Poſſibility of obſtructing your 
Partner's great Suit. | 


> 6 V. Fifth Example. | 
Suppoſe dag? Partner has Ace, King, and 
four ſmall Cards in his great Suit, and that 
you have Queen, Ten, and a ſmall Card in 
that Suit ; when he plays his Ace, do you play 
your Ten, and wheh he plays his King, do you 
play your e 3 by which Method of Play 
one Trick to get four. 


VI. 


of your Partner's 1 
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| 1 Exam $$ 
We will now . rite you to have five Cards 
rong Suit, viz. Queen, 
Ten, Nine, Eight, and a ſmall one; and that 
your Partner has Ace, Sings and four ſmall 
ones ; when your Partner plays the Ace, do 
you play your Eight; when he plays the King, 
do you play your Nine; and in the third 
Round, no Body having any of that Suit, ex- 
cept your Partner and you, proceed then to 
play the Queen, and then the Ten; and hav- 
ing a ſmall one remaining, and your Partner 
two, you thereby gain a Trick, which you 
could not have done but by playing the high 
Cards, and by keeping a ſmall one to play to 
your Partner, | 1 
. HA. VI. 55 70 
Particular Games te . e when your Ad- 
verfary turns up an Honour on your Right- 
Hand, with Directions how to play when an 
Honour is turned up on your Le Ed. . 
I. Fir? Example. 


 OUPPOST the Khan, 1s rurned ME 


your Right-hand, and that you have King, 
. an Ton in order Win the Re 
begin to play with your King; by which Me- 
thod of Flay, your Partner may ſuppoſe yai 
to have Queen and Ten remaining, eſpecially 
if you have a ſecond Lead, and that you do not 
proceed to play your Queen. 
e II. 


like Purpoſe of the 
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II. Second Example, 
The Knave being turned up as before, and 


that you have Ace, Queen and Ten, b 


2 of your Queen, it anſwers the like 
Purpoſe of the former Rule. | 
IH. Third Example. 10 
If the Queen is turned up on your Right- 
hand, and that you have Ace, King, and 
Knave,. by playing 2 King it anſwers the 
ormer Rule. 1284. 
IV. Fourth Example. 
Suppoſe an Honour is turned up on your 
Left-hand, and ſuppoſe you ſhould hold no 


Honour, in that Caſe you are to play Trumps 
through that Honour; but in caſe you ſnould 


hold an Honour (except the Ace) you muſt be 
cautious how you play Trumps, becauſe, in 
caſe your Partner holds no Honour, your Ad- 


verſary will play your own Game upon you. 


CHAP. VII. 


4 C As E to demonſtrate the Danger of forcing 


your Partner, 


| 8 PPOSE A and B Partners, and that 


A has a Quint-Major in Trumps, with a 


Quint-Major and three ſmall Cards of another 


Suit, and that A has the Lead; and let us 
ſuppoſe the Adverſaries C and D to have onl 


© five Trumps in either Hand: In this Caſe 2, 


having the Lead, wins every Trick. 


II. 


T 
4 
- 
+. 1 
» 
* 
. 


has four Trumps, eight 
Spade; D has five Trumps, and x i Dia- 


the GaME of WHIS T. 33 


Suppoſe, on the contrary, C has five ſma!l | 


Trumps, with a Quintana and three ſmall 
Cards of another 
Lead, who forces A to trump firſt, by which 
means A wins only five Tricks. 


uit, and that C has the 


III. 


AJC As E fo demonſtrate the Advantage by 

| a Saw, 
Suppoſe A and B Partners, and that A has 

a Quart-Major in Clubs, they being Trumps, 
another Quart - Major in Hearts, another 
Quart-Major in Diamonds, and the Ace of 


Spades: And let us ſuppoſe the Adverſaries C 


and D to have the fol _ Cards, viz. C 
learts, and one 


monds; C being to lead, plays an Heart, D 


trumps it; D plays a Diamond, C trumps it; 


and thus whip: » the Saw, each” Partner 
trumps a Quart-Major of As, and C being to 
play at the ninth Trick, Plays a Spade, which 
D trumps; thus C and D have won the nine 


fart Tricks, and leave 4 with his Quart- 
Major in Trumps only. +84 +2 


The foregoing Caſe ſhews, that- whenever 


you gain the Advantage of eſtabliſhing of a. 


aw, it is your Intereſt to embrace it. 
Il hat follows in this Treatiſe is the Audition 


Cs . CHARS 


me 
2 PPP i — 
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CHAP. IX. 


Containing Variety of CAsks, intermixed with 


CALCULATIONs, demon/trating when it is 


Proper, at ſecond Hand, to put up the King, 
been, X fu, or Ten, with one ſmall Card 
of any Suit, &c. | 


UPPOSE you have four ſmall Trumps, 


in the three other Suits you have one 


Frick ſecure in each of them; and ſuppoſe 


your Partner has no Trump, in that Caſe the 
remaining nine Trumps muſt be divided be- 


tween your Adverſaries; ſuppoſe five in one 
Hand, and four in the other, as often as you 


have the Lead, play Trumps: And ſuppoſe 
ou ſhould have four Leads, in that Caſe, you 
ee your Adverſaries make only five Tricks 
out of nine Trumps; whereas if you had ſuf- 
fered them to make their Trumps ſingle, they 
0 poſſibly have made nine Tricks. th 
By this Example, you ſee the Neceſſity 


there is of taking out two Trumps for one 
upon molt Occaſions. | | 
Yet there is an Exception to the foregoing 
Rule, becauſe if you find in the Courſe of 
Play, that your Adverſaries are very ſtrong in 
any particular Suit, and that your Partner can 


give you no Aſſiſtance in that Suit, in ſuch a 


Caſe you are to examine your own, and alſo 


your Adverſaries Scores, becauſe by keeping 


done Trump ih your Hand to trump ſuch Suit, 
DES FL of > . 


. 
cc ** RY 


_, — — PE - — 
r 1 . te tb. on 


n 


Same. 


it may be either a Means to fave or win a 
L. One 


ſmall Cards of any Suit; your Kight-hand 
Adverſary leads that Suit; in that Caſe, do not 
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Suppoſe you have Ace, Queen, and two 


* up your Queen, becauſe it is r. 


ager that your Partner has a better Card in 
that Suit than the third Hand ; if ſo, you have 
the Command of that Suit. . 
An Exception to the foregoing Rule is, in 
caſe you want the Lead, then you are to put 
up your Queen. en 
e TH: TELE ICE 
Never chooſe to lead from King, Knave, 
and one ſmall Card in any Suit, becauſe it is 


2 to I that your Partner has not the Ace, and 


alſo 32 to 25, or about 5 to 4, that he has Ace 
or Queen ;: and therefore, as you have only 
about 5 to 4 in your Favour, and as you mu 

have four Cards in ſome other Suit, ſuppoſe 


the Ten to be the higheſt, e that 4 bw 
ager that your Partner 


cauſe it is an equal 
has a better Card in that Suit than the laſt 


Player: And if the Ace of the firſt mentioned 
Suit lies behind you, which is an equal Wager 


it ſhould ſo happen, in caſe your Partner has 
it not; in this Caſe, on your Adverſaries lead - 


ing this SOIC probably make two Tricks. . 


in it by this Method of Play. 


I 


' Suppolſe:in the Courſe of Play it appears to 


you, that your Partner and you have four or 


five _ 


from the Ace and 


neſſes the K nave, which is generally _ 


36 A Hort TREATISE on 


five Trumps remaining, when your Adverſa- 
ries have none, and that you have no winning 
Card in your Hand, but that you have Reaſon 
to judge that your Partner has a thirteenth 


Card, or ſome other winning Card in his 


Hand; in that Caſe play a ſmall Trump, to 


put the Lead into his Hand, in order to throw 


away any loſing Card in your Hand, upon 


ſuch thirteenth or other good Card. 


CHAP, X. 


"Some DIRECTIONS for putting up at ſecond 


Hand, King, Queen, Knave, or Ten of any 
Suit 1 &c. ; | | 


death you have the King, and one 


ſmall Card of any Suit, and that your 


Right-hand Adverſary plays that Suit; if he is 


2 good TAY do not put up the King, unleſs 
you, want tk | 
om leads from a Suit of which he has the Ace, 


but keeps it in his Hand (ter the Trumps 
are played out] to bring in 


is ſtron g Suit. 


Suppoſe you have a Queen, and one ſmall 
Card of any Suit, and that your Right-hand 
Adverſary leads that Suit; do not put on your 
Queen, becauſe ſuppoſe the Adverſary has led 
Knave, in that Caſe, upon 
the Return of that Suit, your Adverſary fi- 


lay, 


e Lead, becauſe a good Player ſel- 


«ARES. ot ob. At. | 1 
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Play, efpecially if his Partner has played the 
King, you thereby make your Queen ; but 


by putting on the Queen, it ſhews your Ad- 


verſary that you have no Strength in that 
Suit, and conſequently puts him upon fineſ- 
ſing upon your Partner throughout that whole 


Suit. | 
HI. 7 


In the former Examples you have been in- 
formed, when it is thought proper to put up 
the King or Queen at ſecond Hand; you are 
likewiſe to obſerve, in caſe you ſhould have 
the Knave or Ten of any Suit, with a ſmall 
Card of the fame Suit, it is char bad Play 
to put up either of them at ſecond Hand, be- 
cauſe it 1s five to two that the third Hand has 
either Ace, King, or Queen of the Suit led 
it therefore follows, that as the Odds againſt 
you is five to two, and tho' you ſhould ſuc- 
ceed ſometimes by this Method of Play, yet 
in the main you muſt be a Lofer, becauſe it 
demonſtrates to your Adverſfaries that you are 


weak in that Suit, and conſequently they fi- 
neſs upon your Partner throughout that whole 


Suit. 


; 7 
©. \ . 


3 Suppoſe you have Ace, King, and th 
ſmall 


ards of a Suit, your Right-hand Ad- 
verſary leads that Suit; upon which you play 
our Ace, and your Partner plays the Knave. 


In caſe you are ſtrong in Trumps, you are to 


return a ſmall one in that Suit, in order to let 
your Partner trump it: And this Conſequence 
| f attends 
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attends ſuch Play, viz. you how the Com- 


mand of that Suit in your own Hand, and at 
the ſame Time, it gives your Partner an Inti- 
mation that you are ſtrong in Trumps ; and 
therefore, he may play his Game accordingly, 
either in attempting to eſtabliſh a Saw, or b 


trumping out to you, if he has either Strengt 


in Trumps, or the Command of the other 
Sar. 5 | 


Suppoſe A and B's Game is ſcored 6, the 

Adverſaries C and D is ſcored 7, and that g 
Cards are played out, of which A and B have 
won 7 Tricks, and ſuppoſe no Honours are 
reckoned in that Deal; in this Caſe 4 and 
B have won the odd Trick, which puts their 
Game upon an Equality ; and ſuppoſe 4 to 
have the Lead, and that 4 has two of the 
ſmalleſt Frumps remaining, with two win- 
ning Cards of other Suits ; and ſuppoſe C and 
D have the two beſt Trumps between them, 
with two other winning Cards in their Hands, 
Quere, How are you to play this Game? It 

is IT to 3 that C has not the 2 Trumps ; and, 

likewiſe, 11 to 3 that D has them not: The 
Odds being ſo much in s Favour to win the 
whole Stake, it is his Intereſt to play a. 


TPrump; for ſuppoſe the Stake to be 701. de- 


pending, A wins the whole Stake, if he ſuc- 
ceeds by this Method of Play ; but ſhould he 
play the. cloſe Game, by forcing Cor D to 


trump firſt, he having won the odd Trick al- 
ready, and being ſure of winning two more in 


his 
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his own Hand; by this Method his Game 
will be ſcored 9 to 7, which is about 3 to 2, 
and, therefore, A's Share of the 70 J. will 
amount only to 's J. and, by this Method, 4 
only ſecures 7 /, Profit; but in the other Caſe, 
upon Suppoſition that A and B have 11 to 3 
of the Stake depending, as aforeſaid, by play- 
ing his Trump, he is entitled to 55 J. out of 
the 70 J. kB, | = 

he foregoing Caſe being duly attended to, 
may be . to the like Purpoſe, in other 
Parts of the Game. | 


CHAP. XL 


Some DIRECTIONS how to play when an Ace, 
King, or Queen, are turned up on your. Right- 
Hand, &c. a 


v 
= Bo | 
Uros E the Ace is turned up on your 
a I Right-hand, and that you have the Ten 
and Nine of Trumps only, with Ace, King, 
and Queen of another Suit, and eight Cards 
of no Value, Quere, how muſt this Game be 
played ? Begin with the Ace of the Suit of 
which you have the Ace, King, and Queen, 
which 1s an Information to your Partner that 
you have the Command of that Suit; then 

play your Ten of Trumps, becauſe it is five 

to two that your Partner has King, Queen, 

or Knave of Trumps; and tho' it is about 

ſeven to two that - Partner has not two 

_ Honours, yet, ſhou — 
| an 


5 — A 
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and they prove to be the King and K nave, in 
that Caſe, as your Partner will paſs your Ten 
of Trumps, and as it is 13 to 12 againſt the 
laſt Player for holding the Queen of 'Frumps ; 
upon Suppoſition your Partner has it not, in 
that Caſe, when your Partner has the Lead, 
he plays to your ſtrong Suit, and upon your 
having the Lead, you are to play the Nine of 
Trumps, which puts it in your Partner's Pow- 
er to be almoſt certain of winning the Queen 
if he lies behind it. ; 8 
The foregoing Caſe ſhews, that turning up 
of an Ace againſt you, may be made leſs bene- 
ficial to your Adverſaries, provided you play 
by this Rule. h ee ee 


If the King or Queen are turned up on 
your Right-hand, the like Method of Play 
may be made uſe of; but you are always to 
diſtinguiſh the Difference. of your Partner's 
| Capacity, becauſe a good Player will make a 

proper Uſe of ſuch Play, but a bad one ſeldom, 
if ever. W 
ä „ 

Suppoſe the Adverſary on your Right-hand 
leads the King of Trumps, and that you 
ſhould have the Ace and four ſmall FTrumps, 
| with a good Suit; in this Caſe it is your In- 
283 tereſt to paſs the King; and tho' he ſhould 
| have King, Queen, and Knave of Trumps, 
with one more, if he is a moderate Player, he 
will play the ſmall one, imagining that his 

Partner has the Ace; when he plays the {mall 
on one, 


* 
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one, you are to paſs it, becauſe it is an equal 


Wager that your Partner has a better Trump 
than the laſt Player; if ſo, and that he hap- 
pens to be a tolerable Player, he will judge 
=o have a good Reaſon for this Method of 
lay, and conſequently, if he has a third 
Trump remaining he will play it, if not, he 
will play his belt Sit. ws] 


* | | IV. 2 ; 
A critical C Ask to win an odd Trich, 


en A and B Partners againſt Cand D 
and ſuppoſe the Game to be Nine all, an 

ſuppoſe all the Trumps are played out, 4 be- 
ing the laſt Player, has the Ace and four other 
ſmall Cards of a Suit in his Hand, and one 
thirteenth Card remaining; B has only two 
ſmall Cards of A's Suit; C has Queen and 
two other ſmall Cards of that Suit; D has 
King, Knave, and one ſmall Card of the fame 
Suit. 4 and B have won 3 Tricks, Cand D 
have won 4 Tricks; it therefore follows, that 
A is to win 4 Tricks out of the ſix Cards in 
his Hand, in order to win the Game. C leads 
this S: it, and D puts up the King ; A gives 
him that Trick, D returns that Suit, A paſſes 
it, and C puts up his Queen: Thus C'and D 
have won fix 1 ricks, and C imagining the 
Ace of that Suit to be in his Partner's Hand, 
returns it; by which means A wins the four 
laſt Tricks, and conſequently the Game. 
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Ti | IS Va | ET 
- Suppoſe you ſhould: have the King and five 
ſmall Trumps, and that your right-hand Ad- 
verſary plays the Queen in that Caſe do not 
put on your King, becauſe it is an equal Wa- 
ger that your Partner has the Ace; and ſup- 
ſe your Adverfary ſhould have Queen, 
nave, Ten, and one ſmall Trump, it is alſo 
an equal W ager that the Ace lies ſingle, either 


in your Adverſary's Hand or Partner's; in ei- 


ther of which Caſes it is bad Play to put on 
your King ; but if the Queen of Trumps is. 
ed, and that you ſhould happen to have the 
Ring, with two or three 'I rumps, it is the 


| beſt Play to put on the King, becauſe it is 


Play to lead from the Queen and one 


mall Trump only; and in that Caſe, ſhould 
your Partner have the Knave of Trumps, and 
your left-hand Adverſary hold the Ace, your 


lecting to put on the King is the Loſs of 
3 | „ 


W r FE: 


De Ten or Nine being turned up on your 


A Kight-Hand, &c. | 


CUPPosE the Ten is turned up on your 
+ J Right-hand, and that you ſhould have 
King, Knave, Nine, and two ſmall 'Trumps, 
with eight other Cards of no Value, and that - 
it is proper for you to lead Trumps, in that 
Caſe, begin with the K nave, in order to pre- 

| vent 


— ̃ —— —— 
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vent the Ten from making of a Trick; and 
tho”. it is but about five to four that your Part- 

ner holds an Honour, yet if that ſhould fail, 
| by finefling your Nine on the Return of 
T rumps from your Partner, you have the Ten 
| in your Power. 1 
The Nine being turned up on Tee Right- 
hand, and that you ſhould have Knave, Ten, 
Eight, and two ſmall Trumps, by leading the 
Knave it anſwers the like Purpoſe of. the for- 
mer Caſe. — a 


You are to make a wide Difference between | 
N a Lead of Choice, and a forced Lead of your 
| Partner's ; becauſe, in the firſt Caſe, he is 
| ſuppoſed to lead from his beſt Suit, and find- 


ing you deficient in that Suit, and not being 
ſtrong enough in Trumps, and not daring ts 
force you, he then plays his next beſt Suit; 
} by which Alteration of Play, it is next to a 

Demonſtration that he is weak in Trumps : 

But ſhould he perſevere, by playing of his firft 

Lead, if he is a good Player, you are to judge 

him ſtrong in Trumps, and it is a Direction 

for you to play your Game accordingly, 

| | 


IV. | 
There is nothing more pernicious at the 
Game of Whiſt, than to change Suits often, 
becauſe in every new Suit you run the Riſk of 
iving your Adverſary the Tenace; and there- 
ore, tho' you lead from a Suit of which you 
, | 1 Nnave 
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have the Queen, Ten, and three ſmall ones, 
and your Partner puts up the Nine only, in 
that Caſe, if you ſhould happen to be weak 
in Trumps, and that you have no tolerable 
Suit to lead from, it is your beſt Play to purſue 
the Lead of that Suit by playing your ', $45 6xmg 
which leaves it in e Loves. ption whe- 
ther he will trump it or not, in caſe he has no 
more of that Suit; but in your ſecond Lead, 
in caſe you ſhould happen to have the (een 
or Knave of any other Suit, with one Card 
only of the ſame Suit, it would be better Play 
to lead from your Queen or K nave of either of 


' theſe Suits, it being 5 to 2 that your Partner 
has one Honour'at leaſt in either of thoſe 


— 


Suits. 
| V 


2 If you 9275 Ace, King, and one ſmall Card 
r 


of any Suit, with four Trumps; if your right- 
hand Adverſary leads that Suit, paſs it, be- 
cauſe it is an equal Wager that your Partner 
has a better Card in that Suit than the third 
Hand; if fo, you gain a Trick by it; if other- 


wiſe, as you have four Frumps, you need 


not fear to loſe by it, becauſe when Trumps 
are played, you may be ſuppoſed to have the 
MPO 7-7 ooo | 


CHAP. 


2he Gans FWFHEST; 


e 
A CAUTION wot to part with the Command of 
your Adverſary's gre.t Suit, &c. | 


| I. | | 

| #2 caſe you are weak in Trumps, and that 
I it does not appear that your Pariner is very 
{trong in them, be very cautious how you part 
with the Command of your Adverſary's great 
Suit : For ſuppoſe your Adverſary plays a Suit 
of which you have King, Queen, and one 
{mall Card only, the Adverſary leads the Ace, 
and, upon playing the ſame Suit, you play 
your Queen, which makes it almoſt certain 
to your Partner that you have the King; and 
ſuppoſe your Partner: refuſes to that Suit, do 
not play the King, becauſe if the Leader of 
that Suit or his Partner have the long Trump, 

you riſk the loſing of three Tricks to get one. 


| II. 7 ee 
Suppoſe your Partner has ten Cards remain- 
ing in his Hand, and that it appears to you 
that they conſiſt of Trumps and one Suit on- 
ly; ſuppoſe you ſhould have King, Ten, 
and one ſmall Card of his ſtrong ' Suit, with 
Queen and two ſmall Trumps ; in this Caſe, 
you are to judge he has five Cards pf each 
Suit, and therefore you ought to play dut the 
King of his ſtrong Suit; and if you win that 
Trick, your next beſt Play is, to throw out 
the Queenof Trumps ; it that likewiſe comes 
home, 
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| home, proceed to play Trumps : This Me- 
thod of Play may be made uſe of at any Score 
of the Game, except at 4 and 9 I 


_ 3 
The I'RUMP turned up to be remembred. 


It is fo neceſſary that the Trump turned up 
ſhould be known and remembered, both by 
the Dealer and his Partner, that we think it 
proper to obſerve, that the Dealer ſhould al- 
ways ſo place that Card, as to be certain of 
having Recourſe to it: For, ſuppoſe it to be 
only a 5, and that the Dealer has two more, 
viz. the 6 and q, if his Partner trumps out 
wit Ace and King, he ought to play his 6 
and 9; becauſe, let us ſuppoſe your Partner 
to have Ace, King, and 125 ſmall Trumps; 
in this Caſe, by your Partner's knowing you 
have the 5 remaining, you may win many 
Tricks. Ty | 


. Your Right-hand Adverſary leads a Suit of 
which you have the Ten and two ſmall ones; 
Bs third Hand puts up the Knave, your 
Partner wins it with the King; when your 

Right-hand Adverſary leads that Suit again, 
and plays a ſmall one, do you put on your 
Ten, becauſe it may ſave your Partner's Ace, 
upon Suppoſition that your Right-hand Ad- 
! led from the Queen; you will ſeldom 
fail of Succeſs by this Method of Play. 


3 5 
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Suppoſe you have the beſt Trump, and that 
the Adverſary A has one Trump only remain- 
ing, and that it appears to you that your Ad- 
verſary B has a great Suit; in this Caſe, tho 


_ you permit A to make his Trump, yet by 


eeping the Trump in your Hand, you pre- 
vent the Adverſary B from making his great 
Suit; whereas, if you had taken out 4's 
Trump, it had made only one Trick Diffe- 
rence; but by this Method you probably ſave 
e e i ns. +5; 5 oh . 


' The following Cas happens frequently. - 
That you have two Trumps remaining 
when your Adverſaries have only one, and it 


appears to you that e has one great 


Suit; in this Caſe always play a Trump, tho? 
you have the worſt, becauſe by removing the 
rump out of your Adverſaries Hands, there 


Suit. 


dan be no Obſtruction to your Partner's great 


r oi 7+ aCVRLL 
- Suppoſe. you ſhould have three Trumps 
when no Body elſe have any, and that you 


ſhould have only four Cards of any. certain 
Suit remaining; in this Caſe play a 


rump 
which 'ſhews your Partner that you ave all 
Trumps, and alſo gives you a fair Chance 


for one of your Adverſaries to throw away one 


Card of the aforeſaid Suit; by which mean 


ſuppoſing that Suit to have been once led, an 
8 FRY * 
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one thrown away, makes five, and four re- 
8 in your Hand makes nine, there be- 
four remaining betweenthree Hands, 
17 K _ Partner having an equal Wager to, 
bold 2 better Card in that Suit than the laſt 
Player, it therefore follows that you. have an 
equal Chance. to make three Tricks in that 
Suit, which probably could not have been 
_ 1. by . ee of a e 
Pd VIII. 88 

Sa en hy Have five Trani. wit fix 

malle Cards of any Suit, and you are to lead; 
the beſt Play is to lead from the Suit of which 
u haveſix,” becauſe, as you are deficient in 
two Suits, your Adverſaries will popably 
trump out, which is playing your own Game 
for you ;- whereas, . had Fore begun with play- 
ion Town, Hr woul hare you, ye oon 
e e your Gp | 
3 Purchs — of 10 . in Manu 
22 pt, d w/e , the Ioft Winter, having de- 
fired a Ae Explanation concerning the play- 
4 705 of Se fo QUENCES, they are i n the ov 

r ae e 91 


1* 58 you are to TEL the b cheſt of. 
your 2 unlef 2 ſhould have 

Ace, King, and Queen; in that Caſe play the - 
loweſt in order to let your Partner into. the 


DET ON FARE Game, 12 es 2 43 8 


K 


2 Q < =_— AE AE 


1 
* 


If you have a Sequence of a King, Queen, 
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In Suits which are not Trumps, if you have 
2 Sequence of King, Queen, and Knave, and 
two ſmall ones; whether you are ſtrong in 
Trumps or not, it is the beſt Play to begin 
with the KE nave, becauſe by getting the Ace 
out of any Hand, you make Room for the 


And in caſe you are ſtrong in Trumps, 
ſuppoſing you ſhould have a Sequence of 
Queen, Knave, Ten, and two ſmall Cards of 
any Suit ; in that Caſe, you ought to play the 
higheſt of your Sequence, becauſe, if either of 
the Adverſaries ſhould trump that Suit in the - 
ſecond Round, by being ſtrong in Trumps, 
you fetch out their Trumps, and conſequently 
make the Remainder of that Suit. - 

The like Method may be taken, if you 
ſhould happen to have a Sequence by K nave, 
Ten, Nine, and two ſ. Cards of any 


whole Suit, 


Suit. 


* 


Knave, — one ſmall Card of any Suit, 
whether you are ſtrong in Trumps, or other- 
wiſe, play your King; and do the like by 


any inferior Sequences, if you have only four 
in 5 


umber. wes 
But if you ſhould happen to be weak in 


| Trumps 14 muſt always begin with the 


loweſt of the Sequence, in caſe you ſhould 


D have 
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Rave five in Number; for, ſuppoſe your Part- 


ner to have the Ace of that Suit, he then 
makes it; and where lies the Difference whe- 
ther you or your Partner win a Trick ? For 
if you had the Ace and four ſmall Cards of 
any Suit, and are weak in Trumps, and led 
from that Suit, if you play well, you ought 
to play the Ace; if you are very ſtrong in 
Trumps, you may play your Game as back- 
ward as you pleaſe; but if you are weak in 
Trumps, you muſt play the reverſe. 
| VI. | | 

Let us explain what is meant by being 
ſtrong or weak in Trumps. 1 

If you have Ace, King, and three ſmall 
Trumps. Se _ 

King, py en and three ſmall Trumps. 

Queen, K nave, and three ſmall 'I'rumps, 

Queen, Len, and three ſmall 'I'rumps.. 
| Knave, Ten, and three ſmall Trumps. 

Queen, and four ſmall 'I rumps. 

EK nave, and four ſmall Trumps. 
In any of the aforeſaid Caſes, you may be 
underſtood to be very ſtrong in FTrumps, and 
therefore you may play bythe foregoing Rules, 
being morally aſſured of having the Command 
an — We . 2 

If you have two or three ſmall Trumps 
only, - we underſtand you to be weak in 
them. 5 


VII. 
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What Strength in 'I'rumps intitles you to 
force your Partner at any Point of the Game? 

Ace, and three ſmall Trumps. 

King, and three ſmall I rumps. 

Queen, and three fmall Trumps. 
K nave, and three ſma}l Trumps. 


„ | | 
If, by Accident, either you or the Adver- 
ſaries have forced your Partner, (tho' you are 
weak in — if he has had the Lead, 
and does not chuſe to trump out, force him 
on as often as the Lead comes into your 
Hand, unleſs you have good Suits of your own 


to play. " 


If you ſhould happen to have only. two or 
three ſmall Trumps, and that your right- 
hand Adverſary leads a Suit of which you 
have none, trump it, which is an Informa- 
tion to your Partner that you are weak in 


Trumps. 
Cana * 


Suppoſe you have Ace, Knave, and one 
ſmall Trump, and that your Partner trumps 
to you, ſuppoſe from the King and three ſmall 
Trumps, Bury Whether it is the beſt Pla 
to put en the Ace or Knave? And ſuppoſe 
your right-hand Adverſary has three Trumps, 
and that your left-hand Adverſary has the like 
Number; in this Caſe, by fineſſing of your 
_ 'Enave, and playing r if the Queen 

| | 2 1S 
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is on your Right-Hand, you win a Trick by 
it; but if the Queen is on your Left Hand, 
and you ſhould play the Ace, and then return 
the K nave, admitting your left-hand Adver- 
ſary put on the Queen, which he ought to do, 
it is above 2 to 1 that one of the Adverſaries 
have the Ten, and conſequently you gain no 
Trick by playing thus. 5 


If your Partner has led from the Ace of 
Trumps, and ſuppoſe vou ſhould have King, 
Knave, and one ſmall Trump, by putting on 
your Knave, and returning the King, it an- 
1 the like Purpoſe of the former 
Rule. | —C 

In other Suits you may practiſe the like 
Method. XII 


If you are ſtrong in Trumps, and that you 
have King, Queen, and two or three ſmall 
Cards in any other Suit, you may lead a ſmall 
one, it being 5 to 4 that your Partner has 
an Honour in that Suit; but, if you are weak 
in Trumps, you ought to begin with the 


King. 3 1 | 
. A. | 

If your right-hand Adverſary leads a Suit of 
which vou have King, Queen, and two or 
three ſmall Cards of the ſame Suit, you being 
ſtrong in Trumps, may paſs. it, becauſe it 
is an equal Wager that your Partner has a 
-better Card in that Suit than the third Hand; 


if 
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it not, by your Strength of Trumps, you need 
not fear making that Suit. 
If your right-hand Adverſary leads a Suit 
of which you have King, Queen, and one 
ſmall Card, whether in Trumps or not, put 
on the Queen: Alſo, if you have Queen, 
Knave, and one ſmall Card, put on the Knave; 
and if you have Knave, Ten, and one ſmall 
Card, put on the Ten; by putting up the 
ſecond beſt, as aforeſaid, your Partner has an 


Expectation of your having a better Card or 
Cards, in the fame Suit; and, by Recourſe to 
the Calculations annexed to this Treatiſe, he 
may be able to judge what are the Odds for 


and againſt him. 


If you ſhould have Ace, King; and two 
ſmall Cards in any Suit, being ſtrong in 


"Trumps; if your right-hand Adverfary leads 
that Suit, you may paſs it, becauſe it is an 


_— Wager that your Partner has a better 


Card in that Suit than the third Hand; if ſo, 


vou gain a Trick by it; if otherwiſe, you 
need not fear to make your Ace and King, by 


. 


your Strength in Trumps. | 
23458, XVI. 


If you ſhould have the Ace, Nine, Eight, 
and one {mall Trump, and that your Partner 
leads the Ten; in that Caſe paſs it, becauſe 
unlefs the three Honours Jie behind you, you 
are ſure of making two Tricks; do the like, 
if you ſhould have the King, Nine, Eight 


D 3 an 


"rp. ——— 28. —— © A Ae 
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and one ſmall Trump; or the Queen, Nine, 


Eight, and one ſmall Trump. 
„ 
In ord r to deceive your Adverſaries, if your 
right-hand Adverſary leads from a Suit of 
which you have Ace, King, and Queen, or 


Ace, King, and Knave, put on the Ace; be- 


cauſe that encourages the Adverſaries to play 
that Suit again: And tho' you deceive your 
Partner by this Method of Play, you alſo de- 


ceive your Adverſaries, which is of greater 


Conſequence in this Caſe; becauſe, if you 
had put on the loweſt of the Tierce- Major, 


or the Knave in the other Suit, your right- 
hand Adverſary had made a Diſcovery that the 


Strength of that Suit was againſt him, and 
conſequently would have changed Suits. 
Ln XVIII. | 
Suppoſe you have Ace, Ten, and one ſmall 
Card, in any Suit; alſo the Ace, Nine, and 
one ſmall Card of any Suit, Query, Which of 


| theſe Suits ought you to lead from? Anſwer, 
from the Suit of which you have the Ace, 


Nine, and one ſmall Card ; for this Reaſon, 


it being an equal Wager that your Partner has 
a better Card in that Suit than the laſt Player; 


if not, let us then ſuppoſe that your right- 
hand Adverſary leads from the King, or _ 
of the Suit, of which you have the Ace, Len, 
and one ſmall Card; in that Caſe. it is an 
equal Wager that your Partner has a better 


Card in that Suit than the third Handy if 


that happens to be the Caſe, upon the _— 
DL , - "W 
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of the Suit, you lie Tenace, and conſequently 
2 a fair — for three Tricks in that 

uit. PM e eee N 

[2 27 8D.4 ;. 476 | 
A CasE to demonſtrate the Tenace. 

Loet us ſuppoſe A and B to play at Two- 
handed Whiſt, and let us ſuppoſe 4 to have 
the Ace, Queen, Ten, Eight, Six and four 
of Clubs, which, in caſe B always leads, are 
fix ſure Tricks. Let us ſuppoſe he has the 
ſame Hand in Spades, which, in caſe B al- 
ways leads, are fix more ſure Tricks. We 

_— B has the Remainder of theſe two 
_ outnts, , | 

Let us ſuppoſe B to have the ſame Hand in 
Hearts and Diamonds, as A has in Spades 
and Clubs, and that 4 has the Remainder of 
the Hearts and Diamonds, which, in caſe A 1 
5 ＋ leads, are twelve ſure Tricks alſo 

1 FE 

The foregoing Caſe ſnews that both Hands 
are exactly equal; and therefore let one of 
them name his Trumps, and lead, he wins 
thirteen Trich nl. | 

But if one names the Trumps, and the 
other leads, he that names the 'I'rumps ought 
to win fourteen Tricks. \ (LS APO 

"Thoſe who would attain to the playing of 
'WhisT to Perfection, muſt not be content 
only with being a Maſter of the Calculations 
contained in this Treatiſe, and alſo an exact 

Judge of ali the 9 and Particular Caſes 
b | 2 4 in 


1 
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= 


£ 


in the ſame but be a very punctual Obſerver 


of ſuch Cards as are thrown away, both by 
his Partner and Adverſaries, and at what Time: 


_ »V hoever attends cloſely to theſe Particulars, 


o 


are the moſt likely to attain their End. ' 


$6219 A. KY; 
0267 OG Dave.” 2 


I, 
XX7 HEN it appears to you that the Ad- 
VVverſaries have three or four Trumps 
remaining, ' and that neither you nor your 
Partner have any, never attempt to force one 
Hand to trump, and to let the other throw 


away a loſing Card; but rather endeavour to 


hnd out a Suit in your Partner's Hand, in caſe 
1 in your own, by which 


Means you prevent them from making their 


Trumps ſeparate. 


"2 Suppoſe A and B are Partners againſt C and 


D, and ſuppoſe nine Cards are played out, 
and alſo ſuppoſe eight Trumps are played out; 


and further ſuppoſe 4 to have one Trump 
only, and ſuppoſe his Partner B to have the 
Ace and Qusen of Frumps, and ſuppoſe the 


Adverſaries C and D to have the King and 


E nave of Trumps between them, 4 leads his 


{mall Trump, Cplays the Knave of Trumps, . 


Puery, Whether B is to play his Ace or Queen 


of Irumps upon the Knave ? Anſiber, B is 
to play his Ace upon the MOINS D 


having 


— 
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having four Cards in his Hand remaining, and 
has only three; conſequently, it is four to 
three in 25 Favour, that the King is in D's 
Hand: If we reduce the Number of tour Cards 
in a Hand to three, the Odds then is 3 to 2; 
and if we reduce the Number of three Cards 
in a Hand to two, the Odds then is 2 to 1 in 
favour. of: B's winning of a Trick, by putting 
on his Ace of Trumps. By the like Rule you 
may. play all the A e . NY 
Let us ſuppoſe you have the thirteenth - 
T rump, 2 alſo the thirteenth Card of any 
Suit in your Hand, and one loſing Card; and 
let us ſuppoſe you have only three Cards re- 
maining, Quere, Which of theſe Cards are 
E to play? Anſiber, You are to play the 
ſing Card, becauſe if you play the thirteenth 


Card. firſt, the Adverſaries knowing vou to 


have one T'rump remaining, will not paſs your 
loſing Card, and therefore you play 2 to' x 
againſt yourſelf. 1 4 „ 
7 Let us ſuppoſe that you have the Ace, Kingz 
and three ſmall Cards in any Suit, Which Has 


never been played; and let us ſuppoſe that 


N appears to you that your Partner has the laſt 

Trump remaining, Suery, How are you to 

play theſe Cards to your greateſt Advantage: 
wer, You are to lead a ſmall Card in that 


Suit; -becauſe it is an equal Wager that your 


Partner has a better Card in that Suit than the 
laſt Player; if ſo, and that there are only 


ther of the Adverſaries have more than three 
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three Cards in that Suit in any one Hand, it 
follows that you win five Tricks in that Suit; 


whereas, if you play the Ace and King of that 


Suit, it is 2 to 1 that your Partner does not 


hold the Queen, and conſequently, by play- 
ing the Ace and King, it is 2 to I that you 
win only two Tricks in that Suit. This Me- 
thod may be taken in caſe all the Trumps 


are played out, provided you have good Cards 


in other Suits to bring in this Suit; and you 
may obſerve, that you reduce the Odds of 2 
to I againſt you to an equal Chance, by this 
Method of Play, and W gain three 


Tricks by it. 


If you chooſe to have Trumps pla ed by 
the Adverſaries, and that your Partner has led 


A Suit * of which you have the Ace, 


* 


Knave, Len, Nine, and Eight, or the King, 
Knave, Ten, Nine, and Eight, you are to 
play the Eight of either Suit, which probably 
eads the Adverſary, if he wins that Card, to 
play Trumps. 5 INE 


Suppoſe you ſhould have a Quart-Major in 
any Suit, with one or two more of the ſame 


Suit, and that it is neceſſary to let your Part- 
ner know that you have the Command of that 


Suit; in that Caſe, throw away the Ace of 


that Suit, upon any Suit of which you have 
none in your Hand, to clear up his Doubts, 


becauſe the Odds is in your Favour that nei- 


In 
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in that Suit: The like Method may be taken 
if you have a Quart to- a King; the Ace 
being played out, you may throw away the 
King; alſo if you ſhould have a Quart to a 
Queen, (the Ace and King being played out} 


| Wy may throw away your Queen: All which 


ets your Partner into the State of your Game, 
and you may play by the like Rule in all in- 
ferior Sequences, having the beſt of them in 
your Hand. vr | 255 


There is ſcarcely any Thing more com- 
monly practiſed amongſt moderate Players, in 
caſe the King is turned up on their Left-Hand, 
and that they have the Queen and one ſmall 
Trump only, to play out their Queen, in 
Hopes their Partner may win the King if it is 
put on; not conſidering that it is about 2 to I 
that their Partner has not the Ace; and ad- 
mitting he has the Ace, they do not conſider 
that they play two Honours againſt one, and 
conſequently weaken their Game, the Neceſ- 
ſity only of playing Trumps ſhould oblige 
them to play thus. e ene . 
Ask which frequently Bappenn. 

A and B are Partners againſt C and D; all 
the Trumps are played out except one, which 
G4 D has z. 4 has three or four winning 
-ards in his Hand of a Suit already played, 
With an Ace and one ſmall Card of another 
Suit; Query, Whether it is As beſt "7 to 

N is nhrow 


CY 


1 
A / 
1 
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throw. away one of his winning Cards, or the 
' fmall Card to his Ace- Suit? Anſtwer, It is his 
deſt Play to throw away one of his winning 
Cards, _ becauſe if his right-hand Adverſary 
plays to his Ace-Suit, he has it in his Power 
do paſs it, and conſequently his Partner B has 
an equal Chance to have a better Card in that 
Suit than the third Hand; if ſo, and that he 
has any forcing Card, or one of his Partner's 
Suit to play to him, in order to force out the 
lat Trump, his Ace remaining in his Hand, 
_ brings in his winning Cards; whereas, if 4 
Had a away. the ſmall Card to his Ace- 
Suit, and that his right-hand Adverſary had 
td that Suit, he had been obliged to put on 
His Ace, and conſequently had loſt ſome Tricks 
by this Method of Play. 5 
Suppoſe ten Cards have been played out, 
and fuppoſe it appears very probable that your 
hand Adverfary has three Trumps earn | 
ing, z., the beft and two ſmall ones; and 
ſuppoſe you have two Trumps only, and that 
your Partner has no Trump; and ſuppoſe your 
zight-hand: Adverſary plays a thirteenth or, 
ſome other winning Card; in that Caſe paſs 
it, by which Means you gain a Trick, becauſe 
the Kefe-hand Adverſary.maſt trump it. 
gif Bl dtp Pane? - 2 125 : "N 
In order to let your Partner into the State 
ef your Game, let us ſuppoſe you to have a. 
Quart-Major in Trumps, . (or. any other ſour: 


* 


KS» 
_ 


? 


— 
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beſt Trumps) if you''are obliged to trump a 
Card, win it with the Ace of Trumps, and 
then play the Knave, or win it with the 
ichen of any other four beſt Trumps, and 
then play the loweſt, which clears up your 
Game to your Partner; and by ſuch a Diſ- 
covery, it may be the Means of oy rs many 
Tricks: Vou may practiſe the like Rule in all 
other Suits, LR I POT oo SRD 
Tf your Partner calls at the Point of Eight 
before his Time, you are to trump to him, 
whether you are ſtrong in Trumps or Suits,'or 


not; becauſe, as he calls before he is obliged 
to do ſo, it is a Declaration of his being ſtrong 


Suppoſe your right-hand Adverfary turns up 
the Queen of Clubs, and ſuppoſe when he 
has the Lead, he plays the Knave of Clubs 3 
and ſuppoſe you have the Ace, Ten, and one 
Club more, or the King, Ten, and one ſmall 
Card; Query, When he leads his Knave, 
8 you are to win it or not? -Anſwery 

ou are not to win it, becauſe it is an equal 
Wager, when he leads his Knave of Clubs, 
ou not having the King, that your Partner 
ſits it; alſo, it is an equal Wager, when he 
leads his Knave of Clubs, you not having the 
Ace,, that your Partner has it, and; conſe- 
quently you gain a Trick by paſling it; Which 
cannot be done, if you either put on your, 
King or Ace of Clubs. e A. 


; XIII. 
+ Cas for a Slam. 


Let us ſuppoſe A and B Partners 8 
2 and D; and let us ſuppoſe C to deal; and 


let us ſuppoſe A to have the King, Knave, 


Nine, and Seven of Clubs, they being Trumps; 
a Quart-Major in Diamonds, a L ierce-Ma- 


jor in Hearts, and the Ace and King of 


Spades, 
Let us ſuppoſe B to have nine Diamonds, 


two Spades, and two Hearts. 


Alſo let us ſuppoſe D to have the Ace, 
Queen, Ten, and Eight of Trumps, with 
nine Spades. 

And let C have hve Trumps and eight 
Hearts. 

A is to lead a Tube. which D is to win, 
and D is to play a Spade, which his Partner 
C is to trumꝑ; C is to lead a Trump, which 
his Partner $74 to win; then. 18. to ara a 
Spade, which Cis to trump ;. 8 is to play 


a Trump, which D is to wp; and D havin 
the beſt Trump is to pl: Js which done, 


baving ſeven Spades in 


Hand Win, them, 
and eee ſlams Land 5 
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Publiſbed Hull 1748. ects \ 


1 


2 your Potner leads the King a; a | Suit, 
and that you have none of __ Suit, paſs 


1 - N it, 
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it, by throwing away a loſing Card, (unleſs 
2 right-hand Adverſary has put on the Ace) 
22 by ſo doing, you make Room for his 

ult. | PET FA 2 


fa 3 e Zi - 

Suppoſe your Partner leads the Queen of 
a Suit, and your right-hand Adverſary wins it 
with the Ace, and returns that Suit; in caſe 
you have none of it, do not trump it, but 
throw away a loſing Card, which makes Room 
for your Partner's Suit. An Exception to this 
Manner of Play is, if you play for an odd 
Trick, and that you are very weak in Frumps; 
you may trump 1t. os 


, 
Suppoſe you have the Ace, King, and one 
ſmall Card of a Suit, and that your left-hand 
Adverſary leads that Suit; and ſuppoſe you 


ſhould have four ſmall 'I'rumps, and no Suit 


of Conſequence to lead from; and ſuppoſe 


your right-hand Adverfary ſhould put up the 
ine, or any lower Card; in this Caſe, win 


1t with the Ace, and return the Lead upon 


the Adyerſary, by playing the ſmall Card of 
that Suit; who will have Reaſon to judge that 
the King lies behind him, and conſequently 
will not put up his Queen if he has it; and 
therefore you have a fair Probability of win 
ning a Trick by this Method of Play, and at 
the fame Time letting your Partner into the 


Eos a = . 


Tv. 


64 A ſhort TREATISE on 
If your Partner forces you to trump a Card 
early in the Deal, you are to ſuppoſe him 
ſtrong in Trumps, except at the Points of 
or 9; and therefore, if you are ſtrong in 
rumps, you may: play them. tre ) 


Suppoſe: you call at the Point of 8, and 
your | ds, has no Honour; and ſ ente you 
ſhould have the King, Queen, and Ten; the 
King, Knave, and Ten; or the Queen, 
Knave, and Ten of Trumps ; when Trumps. 
are played always put on the Ten, which de- 
monſtrates to your Partner that you have two 
Honours remaining, and ſo he plays his Game 


accordingly. 61 | 


Suppoſe your right-hand: Adverſary calls at 
the Point of 8, and his Partner has no Ho 
nour; and ſuppoſe you ſhould have the King, 
Nine, and one ſmall Trump, or the Queen, 
Nine, and two ſmall Trumps ; when Trumps. 
are played by your Partner put on- the Nine, 
becauſe it is about 2 to 1 that the Len is not 
behind you, and ſo you play your Nine to an 
Advantage. wir TE f. 


I you ſhould happen to lead a Suit of 
which you have the Ace, King, and two or 
three more, when you play the Ace, if your 
Partner plays the Ten, or Knave; and ſup- 

oſe you ſhould have one ſingle Card in your 
Hand in any, other Suit, and two of . 


£ 
C "IRE 


A 
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ſmall Trumps only; in this Caſe lead the ſin- 
gle Card, in order to eſtabliſh a Saw, and this 
Conſequence attends fuch Play, viz. upon 

leading that Suit it gives your Partner an equal 
Chance of having a better Card in it than the 
laſt Pla er; whereas had he led that Suit to 
ou, which is probable had' been his ons 
uit, the Adverſary would have made the Di- 
covery of your attempting to eſtabliſh a Saw, 
they won ld trump out, and fo prevent your 
making your ſmall Trumps : By this Method 
of Play, your Partner will eafily judge the 
Reaſon for your changing of Suits, and ſo 


play his Game accordingly. 
F VIII.“ 


Suppoſe you have the Ace and Deuce of 
Trumps, and ftrong in the three other Suits ; 
. If you are to lead, play your Ace, and next 
our Deuce of Trumps, in order to put the 
ad into your Partner's Hand, to take out 
2 Frumps for 1; and ſuppoſe the laſt Player 
wins that Trick, and that he leads a Suit of 
which you have the Ace, King, and 2 0r 3 
more, paſs it, becauſe it is an equal Wager 
that your Partner has a better Card in that 
Suit than the third Hand; if ſo, he will then 
have an Opportunity of taking out two 
Trumps to one; when the Lead comes into 
n you are to endeavour to force out 
1 of the 2 Trumps remaining, upon Suppoſi- 
tion 11 Trumps are played out, and the Qdds - 
is ſtill in your Favour that your Partner has 
1 of the 2 I rumps remaining. IX 
8 


* 
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| X. eee 
Suppoſe 10 Cards are played out, and that 
you have the King, Ten, and 1 fmall "and 


of any Suit, which has never been led; an 
ſuppoſe you have won 6 Tricks, and ſuppoſe 
your Partner leads from that Suit, and that 
there 1s neither a Trump or thirteenth Card 
in any Hand; in this Caſe, unleſs your right- 
hand Adverſary puts on ſo high a Card as 
_  6bliges you to play your King, do not put it 
on, becauſe upon the Return of that Suit you 
make your King, and conſequently the odd 
Trick, which makes 2 difference: If there 
happens to be only 9 Cards played out in the 
like Circumſtance, you are to play by the like 
Rule. This Method is always to be taken, 
unleſs the gaining of 2 Tricks gives you a 
Chance either to ſave your Lurch, or to win 
or ſave the Game. v7 5 


© Suppoſe A and B Partners againſt C and D, 
and let us ſuppoſe B has the two laſt Trumps, 
alſo the Queen, K nave, and Nine of another 
Suit; and let us ſuppoſe A has neither the 
Ace, King, or Ten of that Suit, and A is 
to lead that Suit; Query, What Card is B 
to play to give him the faireſt Probability of 
winning a Trick in that Suit? Anſwer, B is 
to play the Nine of that Suit, becauſe it is 
only five to four againſt him that his left-hand 
Adverſary holds the Ten; ana if he plays 
either the Queen, or Knave, it is about thres 
to one that the Ace, or King, is in his e * 
— TO | an 


* 
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hand Adverſary's Hands, and conſequently he 
reduces the Odds of three to one againſt him, 
to five to four only. a e | 
oing Caſc, and put the 
King, Knave, and Nine of a Suit into B's 
Hand, upon Suppoſition that A has neither 
Ace, Queen, or Ten, when A leads that Suit, 
it is exactly equal whether B plays his King, 
E nave, or Nine. 2 | | 


_ Suppoſe you have Ace, King, and three or 
four ſmall Cards of a Suit not played,-and that 
it appears to you that your Partner has the 
laſt Trump; in this Caſe, if you are to lead, 
play a ſmall Card in that Suit, it being an 


equal Wager that your Partner has a better 


Card in that Suit than the laſt Player; if fo, 


the Probability is in your Favour that you 


make 5 or 6 Tricks in that Suit; but if you 
ſhould play out the Ace and King of that Suit, 
it is 2 to 1 that your Partner has not the 
Queen, and conſequently it is 2 to I that you 
make only two Tricks in t at Suit; by which 
Method of Play you riſk the loſing of 3 or 4 
Tricks in that Deal to gain one only. 
| | XIII. a \ Bf. 
Suppoſe your Partner leads a Suit of which 
he has the Ace, Queen, K nave, and many 
more, and leads his Ace, and then plays his 
Queen; in caſe you have the King, and two 


* 


ſmall Cards in that Suit, win his Queen with 
the King; and ſuppoſe you are tirong in 


4 2 Trumps, 


hort TREATISE on 
Trumps, by clearing the Board of Trumps, 
and having a ſmall Card of your Partner's 
great Suit, you do not obſtruct his Suit, and 
conſequently win many Tricks by this Me- 
thod of Play. . 


cles dh S l. 
New Cas Es at WAIS r, never publiſp'd 
Bar FA + - SSP 
i I. How to play for an odd Trick. | 
SED you are elder Hand, and that 


3 you have the Ace, King, and three ſmall 

_ Trumps, with four ſmall Cards of another 
Suit, three ſmall Cards of the third Suit, and 
one ſmall Card of the fourth Suit; Quere, How 
are you to play? Anſwer, You are to lead 
the ſingle Card, which, if it is won by the 
laſt A it puts him upon playing Trumps, 
or to play to your weak Suits; 1n which Caſe 
your Partner and you gain the Tenace. - _ 


The like Cafe for an odd Trick, and that 
your Partner is to lead. | ors | 
Let us ſuppoſe he plays the Ace of the Suit 
of which you have only one, and proceeds to 
play the King of the ſame Suit, and that 
your right-hand Adverſary trumps it with the 
Queen, Knave, or Ten, do not overtrump 
him, but throw away a ſmall Card of your 
weakeſt. Suit; the Conſequence of which is 
obvious, becauſe it leaves your * laſt 
wt Player, 


Ys = LS 4 — * — >” 
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Player, and ſo gives him the Tenace in your 
weak Suits, 3 | 1 
The like Caſe upon Suppoſition you want 
. five Points, and that you are elde 
and. e 4 £2. Dm 

In that Caſe play a ſmall Trump, and if 
x oe Partner has a better Trump than the laſt 


layer, and returns the Lead, put on your 


King of Trumps, and then proceed to play 
the Suit of which you have four in Number, 


Theſe Examples being _ attended to, on 
all Parts of the Game, muſt be of great Con- 
ſequence to the Player; becauſe when he has 
no good Suit to play, his Partner being the 
laft Player, gains the Tenace in his weak 


Suits. 
70 5 Caſe II. 


A and Bare Partners, againſt C and D, 12 


Trumps are played out, and 7 Cards only re- 


maining in each Hand, of which A has the 


laſt Trump, and alſo the Age, King, and 4 
ſmall Cards of a Suit. an ene 
Quere, Whether A ſhould play the Ace, 
and King, of that Suit, or a ſmall one? 


Anſwer. A ought to play a ſmall Card of 


that Suit, becauſe it is an equal Wager that 
his Partner has a better Card in that Suit than 
the laſt Player; and in this Caſe, if 4 Cards 

of that Suit ſhould happen to be in either of the 


Adverſaries Hands, by this Method of Play, 


he will be able to make 5 Tricks in that Suit; 
which if he played off, his Ace ang Kings oe 
„ ö 3 


- 
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had made only 2 Tricks in that Suit. If nei- 


ther of the Adverſaries have more than 3 Cards 

in that Suit, he has an-equal Wager, to win 

6 Tricks in it. 3 ny 
„. 

Suppoſe 4 and B are Partners, againſt C 

and D, and that eight I'rumps are played out, 

and that A has 4 of thoſe 'I'rumps remaining, 


C having the beſt Trump, and to lead, 


Quere, Whether C ought to play his I'rump 
or not? 


. © Anfwer, C ought not to play his Trump 
to take out 1 of 48 e becauſe, as he. 


leaves 3 Trumps in 4's Hands, in caſe 4's 
Partner has any great Suit to make, by C's 
keeping the I rump' in his Hands, he can 


prevent him from making that Suit by trump- 


ing it. | 888 1 

IV. A Caſe of Curiſity, ſirſt publiſod 1763. 
Suppoſe 3 Hands of Cards containing 3 

Cards in each Hand, let A name the Trumps, 


and let B chuſt which Hand he pleaſes, 4 


having his Choice of either of the other 2 

Hands, wins 2 Tricks. cg HAST 

Clubs are to be Trumps. 

_ Firſt Hand, Ace, King, and 6 of Hearts. 
Second Hand, Queen and 10 of Hearts, and 


10 of Trumps. | 


Third Hand, 9g of Hearts, and 2 and 3 of 


Trumps. 
The firſt Hand wins of the ſecond. 
The ſecond wins of the third, ; 

And the third wins of the firſt. 


CHAP, 
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CHAP. XVIII. 


New Laws at WHIS r, as played at White's, 
at Saunders's Chocolate-INouſe, &c. 1760. 


I 


1 F any body plays out of his Turn, it is in 


the Option of either of his Adverſaries to 


call the Card play'd, at any Time in that 


Deal, provided it does not make him revoke; 
or if either of the adverſe Parties are to lead, 
he may deſire his Partner to name the Suit he 
chuſes to have him lead, and when a Suit is 
then named, his Partner muſt play it if he 
has it. | | 

2 | II. | 
No Revoke to be claimed *till the Trick is 
turned and quitted, or the Party who revoked; 


or his Partner, have played again. 


3 III. | 
If a Revoke happens to be made, the ad- 
verſe Party may add 3 to his Score, take 3 


Fricks from the Adverſaries, or take down 3 
from their Score; and the adverſe Party, pro- 
vided they are up, notwithſtanding the Pe- 


nalty, muſt remain at nine; the Revoke takes 


place of any other Score of the Game. 


IV. 


If any Perſon calls at any Point of the 


Game, except 8, either of the adverſe Parties 


may call a new Deal ; and they are at Liberty 


9 
- 


= 
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to conſult each other, whether they will have 
a new Deal. / 


After the Trump Card is turned up, no 
body ought to remind his Partner to call, on 
Penalty of loſing a Point, 
| "nk 5 gh 
If the Trump Card is turn'd up, no Ho- 
nours in the preceding Deal can bo ſet up, 
unleſs they were before claimed. 


— 


- If any Perſon ſeparates a Card from the reſt, 
the adverſe Party may call it, provided he 
names it, and proves the Separation; but in 
caſe he calls a wrong Card, the adverſe Parties 
may call the higheſt or loweſt of any Suit, out 
of his or his Partner's Hands, the firſt Time 

either of them are to play. 


| VIII. 4 | 
If any Perſon revokes, and before the Cards 
are turned diſcovers it, the adverſe Pa A) 


call the i x or loweſt Card of the Suit led, 
or have their Option to call the Card then 
play'd at any Time, when it does not cauſe 
a Revoke. | _ 


If a Card is turned up in dealing, it is in 
the Option of the adverſe Party to call a new 
Deal; but if either of them have been the 
Cauſe of turning up ſuch Card, in that Caſe 
the Dealer has his Option. x 
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ha 


If the Ace, or any other Card of a Suit is 
ed, and it ſhould {| »pen, that the laſt 
layer plays out of his Turn, whether his 
artner has any of the Suit led or not, provi- 
ded you do not make him revoke, he is neither 
entitled to trump it, nar to win the Trick. 


If a Card is faced in the Deal, they muſt 
deal again, unleſs it is the laſt Card. 1 
T 
E Perfon ought to ſee that he has 13 
Four H therefore, if any one ſhould hap- 
pen to have only 12, and does not find it out 
till ſeveral Tricks are . and that the 
of the Players have their right Number, the 
Deal ſtands good; and alſo the Perſon who 
plays with 12 Cards, is to be puniſhed for each 
Boks. in caſe he has made any; but if any 
of the reſt of the Players ſhould happen to have 
14 Cards, in that Caſe the Deal is loſt, _ 
d * ener XIII. ; | N ; * 9 ; a 
If any Perſon, throws his Cards upon the 
Table, with their Faces upwards, upon Sup- 
poſition that he has loſt the Game, the Ad- 
verſaries have it in their Power to call any of 
the Cards e | ＋ oy f ink 
Proper, provided they do not make the Party | 
revoke, and he is nat. to take up his Cards. : 
F pom fd ogy bon 9 ES be | 
& dof e023: 95:20 44% AR 
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| KEV. | 

A and g are Partners againſt C and D; A 
leads a Club, his Partner B plays before the 
Adverſary C; in this Caſe, D has a Right to 
play before his Partner C, becauſe B played 
out of his Turn. | | 


If any Perſon is ſure of winning every Trick 
in his Hand, he may ſhew. his Cards upon 
the Table; but ſhould it ſo happen, that he 
has any loſing Card in his Hand, he is then 
liable to have all his Cards called. 
If any Perſon calls at the Point of 8, and 
his Partner anſwers, and both tlie oppoſite 
Parties have thrown down their Cards, and it 
| "appears that the other Side had not two by 
| "Honours; in this Caſe they may conſult with 
bone another about it, and are at Liberty to 
| ſtand the Deal or not. 0 


f 7 : aa. 4 XVII. EP * _—_— * 
And if any Body anſwers when he has hot 
an Honour, the adverſe Party may conſult one 
another about it, and are at Liberty to ſtand 

the Deal or not. e e 

The Dealer ought to leave in View upon 
the Table his SIE 'Card, till it is his Phi 
to play; and after he has mixed it with His 
other Cards, no Body is entitled to demand 
what Card is turned up, but may aſk What is 


Frumps: This Conſequence attends ſuch a 
ow, 


[| -anewDeal. 
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Law, that the Dealer cannot name a wrong 
Card, which otherwiſe he might have done. 
. ap 

No Revoke to be claimed after the Cards 


are cut for a new Deal. | | 


If any Body claims a Revoke, the adverſe 
Party are not to mix their Cards afterwards, 
upon Forfeiture of the Revoke. . 

XXI. | 

A and B are Partners againſt C and D; A 
plays the 10 of a Suit, the Adverſary C plays 
the Knave of the ſame Suit, B plays a ſmall 
Card of the ſame Suit; but before D plays, 
his Partner C plays a thirteenth, or ſome 
other Card; the Penalty ſhall be in the Option 
of A, or B, to oblige D to win the Trick if 


he can. 

If any Body calls at 8, after he has played, 
it ſhall be in the Option of the Adverſaries to 
call a new Deal. | 

33 3 468 XXIII. 1 0 85 

A and B are Partners againſt C and D, A 

leads a Club, C Hays the Ace of Clubs, B 
plays a Club, and B, Partner to C, takes up 

the Trick without playing any Card; 4, and 

the reſt of the Players, play on till it appears 

D has one Card more than the reſt; Penalt 

to be in the Option of the Adverſaries to call 


E ZZ XXIV. 
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XXIV. 0 
A deals, and inſtead of turning op] he 
ere 


Trump, he puts the trump Card upon t 
| of his Cards with the F ace downwards; — 
is to 1oſe his Deal. 
| Theſe was are agreed to by the beſt Judges: 
5 e 
ö CHAP. XIX. N 
A DICTIONARY fr WIS T, which 
iz tyes. alnigſt all the critical Cafes that may 
9d 2 at that GAME ; by Fay of Rueft on 
nfwer. 


O to play Trumps to the 3 
Advantage, peruſe the Treatiſe of 


ö Whitt, Chap. I. Cale 11, and all the remain- 
|; ing Caſes i in that Chapter; alſo Chap. II. ; 


2: How to play Sequences when Trumps | ? 
ho: You are to begin with the __— 


| of them. 


3. How to play Sequences when they are 


not Trumps? ? | 
A ſ Tf you have 5 in Number, you are to 


W with the loweſt; if 3 or 4 in N umber, 
. play the higheſt. | 


. Why do you prefer playing of Sequen- 
ces rather than other Suits ! 
Anſ, Becauſe they are the ſafeſt Lead, and 


. gain the Tenace in other Suits, 
| 5. When 


this Caſe. - © ie 


1 
8 
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5. When ought you to make Tricks early ? 
Anſ. When you are weak in Trumps. 


6. When ought you not to make Tricks 
45 When you are ſtrong in Trumps. 


7. When do you play from an Ace-Suit? 
Anſ. You do fo when you have 3 in Num- 


ber only in any Suit (Trumps excepted). 


8. When don't you play from an Ace-Suit? 
Anſ. You ought not to lead from an Ace- 


Suit, having 4 or more in Number in any other 
e 


Suit; becauſe the Ace is an Aſſiſtant to our 
great Suit, and when Trumps are played out 


enables you to make that Suit. 


g. When any Card of Conſequence is turn- 
ed up on your Right or Left-hand, how > wy 
181 


to play in that Caſe? See Chap. X. Caſe 1. 


Chap. XII. Caſe 1. 2 
10. Why are you always to play your Hand 


by your own and Adverſaries Scores ? 3 


An. Chap. I. Cafe 6. See References in 


. 


I 1. How to know when your Fartner has 
no more of the Suit played? See Chap. IV. 
Calc 1, 2, 3. PI ©4147; bas 
v8, 04-1. 2-1 1.25 MhiSa-. 1-1 ole BN. 
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12. Reaſons for putting on at Second- hand 
1 ens Knave, Ten, and when 
Chap. X 


not? 


Caſe I, 2, 3. 


5 I +: Why are you to play the ueen, K nave, ' 
r 


en, of any Suit, when that Suit is played 
a ſecond Time, having three in Number on- 
ly? Chap. XIII. Caſes. 1 


14. When ought you to over-trump your 


Adverſary, and when not? | 
Anſ. When you are weak in Trumps you 
ought to over-trump him; but if ſtrong in. 
_ Frumps, you ought to throw away a loſing 
h Card. N f N | F ; 
15. Reaſons for not parting with the Com- 
—- of your Adverſary's — Suit. Chap. 
XIII. Caſe 1. | ata 


156. If your Adverfary on your Right-hand 
leads a Suk of which you Nei the Ae King, 


and Queen, Why are you to put on the Ace 


preferable to the Queen a | 
Anſ. Becauſe it deceives the Adverſary 

which, in this Caſe, is of more Conſequence 

to you than to deceive your Partner, 


+ | 
17. To declare your ſtrong Suit, when pro- 

per to be done, and when not ? \ 7275 
Anſ. When you have only one ſtrong Suit, 
and you trump out to make that Suit, in this 
Caſe you ought to declare it; but if you are 
f ſtrong 
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ſtrong in all Suits, there is no Neceſſity of 
declaring your ſtrongeſt Suit. | 


18, The Ace turned up on your Right- 
hand, and that you have the Ten and Nine 
only of Trumps, hes do you play the Ten? 


C hap, XI. Caſe 1. 


. Why do you play from a King-ſuit 
pre erable to a (Quern-ſults having the like | 
4, Ber ae 6 PR 

cauie it is 2 to 1 that the Ace does 

10 lie in your meg Adverſary' s Hands, 
it is 5 to 4 if you lead from a Lueen-ſuit, 
that the ke 405 97 Nin lies in his N and 


Bean oſe Vale USENs and ſo play to a 
1a wantage. | 


20. Why do you play from a Queen-ſuit 
: preferable 4 a ou play from | | 
Anſwer d Caſe 19. 


25 When you have the four beſt Cards of 

an uit, 15 do you throw away the beſt? 
7 Io let your Partaer 6 into the INF 5 of 
ame. 


your 


22. Your Partner's ſtrong Suit, How are 
you to make the moſt of it ? 

 _ Chap. VI. has fix Examples to demon- 

ſtrate it, 


E 4 23. The 
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23. The Queen turned up on your Right- 


4 how are you to play? 


an equal Wager of gaining a Trick, and can- 
not loſe by ſo doing. 55 


24. Four Cards are played out, and Trumps 
are gone round twice, youx Partner not ap- 
pearing to have any higher Trump than the 8, 
yet he has three T'rumps ; when he plays his 
third Trump, the next Hand puts on the 
E nave, there being the King only in the Ad- 


Queen of Trumps. | 


Queen? e 
Auſ. you are to play the Ace becauſe it is 


if you :educe the Cards to 2 in Number, it 
then is 2 to 1 in # og Favour, by playing the 
Ace, that the King falls: The like Method 
may be taken in other Suits, upon the like 
Occaſions. F antcagyd 
EXAMPLE. 
Let us ſuppoſe that you have only 2 Cards 
remaining in your Hands of any Suit, viz. the 


and Nine of the ſame Suit are in your Adver- 
fary's Hands, when your Partner leads that 


hand, you have: the Ace, Ten, and one 
Trump, or the King, Len, and one Trump, 
it the right-hand Adverſary plays the Knave, 


Anſ. You areto paſs it, by which you have 


verſary's Hands, you having the Ace and 
Query, Whether are you to play the Ace or 


9 to 8 that the laſt Player has the King; and 


Queen and Ten; and Jet us ſuppoſe the K nave 


Suit, 


{ * —— — CEE — — 
e * We 


E — — 
8 OP” 9-0 e 


are then ſure of gaining a Tric 


— 
1 | 
— 2 
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Suit, your right-hand Adverſary plays the 
Nine, * has one Card only remaining: 
Query, Whether you ought to play your 
1 2 | 0c 2 
An. Y ou ought to play your Queen, be- 
cauſe it is 2 to 1 that your ſeft-hand Adverſary 
has the Knave. And in all Caſes of. the like 
Nature, you ought to play by this Rule. 


I would know what is the Odds that the 
Dealer at W hiſt holds four Trumps or more? 
Anſ. That he holds four Trumps or more is 


232 to 165, or about a Guinea to 145. IId. 


and almoſt a Farthing. 
CHA P. XX. 


An An zr the Uſe of Be, body of 
ſome of the T2 Jar or Than Wark 
made uſe of in this Treatiſe. | 5 

FINESSIN G, 


TEANs the endeavouring to gain an 
Advantage by Art and Skill, which 


* 
* 


cConſiſts in this; when a Card is led, and you 
have the beſt and third beſt Card of that Suit, 


you judge it beſt to put your third beſt Card. 


upon that Lead, and run the Riſk of your Ad- 
verſary's having the ſecond beſt of it; that if 


he has it not, which is 2 to 1 . 0 him, you 


5 OR. 


$2 Abort TreATISE on 
| FORCING, | 
Means the obligi our Partner or your 
Adverſary to Vines Juit of which hs Has / 
none. Ihe Caſes mentioned in this Treatiſe 
— ſhew when it · is proper to force either of | 
them. 1 : „ 
LONG TRUMP, 1. 
Means the having one or more Trumps in 
your Hand when all the reſt are out. 
LO OSE CARD, 
Means a Card in a Hand that is of no Va- 
Ive, and conſequently the propereſt to throw 


away. 
POINT S. 


Ten of them make a Game; as many as 
are gained by Tricks or Honours, ſo many 
Points are ſet up to the Score of the Game. 
r bot 
In general is a Sequence of any four Cards 
immediately following one another in the 
fame Suit. Neos. Her is therefore a Se- 
quence of Ace, King, Queen, and Knave, in 


any Suit. t | 
In | generd] is a Sequence of any five Cards 
immediately following one another, in the _. 
ſame Suit. Quint- Major is therefore a Se- 
uence of Ace, King, Queen, Knave, and 
Ten in any Suft. Oe” os hn 8 
7 | 5 | R * | TN, 


. * 
” 


„ 


ing the la 


— — 


; REVERSE 
Playing at any Time the Reverſe, means 


only the playing your Hand in a different 


Manner; that is to ſay, if you are ſtrong in 
Trumps you play one: Way, but if weak in 
Trumps you play the Rever/e, viz. another. 


SEE-SAMW, 
Ils when each Partner trumps a Suit, ang 
they play thoſe Suits to one another to trump. 

SCORE. 
Score of the Game, is the Number of Points 
ſet up, ten of which make a Game. 


TENACE, * AYE 
Having the Tenace in any Suit ſuppoſes the 
Ld) rt and third beſt Cards, and be- 
Player, and conſequently you 
catch the Adverſary when that Suit is played: 


Queen of any Suit, and that your Adverſary 
leads that Suit, you \muſt win thoſe twe 
Tricks; and fo of any other Tenace in infe- 
rior Cards. 3; SEW x | 

= „Re, | 

In general is a Sequence of any three Cards 
imme 


& for Inſtance, in caſe you have Ace and 


Suit. Terce-Major is therefore a Sequence of 
Ace, King, and Queen, in any Suit. 


CHAP. 


iately following one another in the ſame _ 


4 ws 5 — 
x. .» La 
* 232 9 ö _ * 
0 


- 
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e 
An 3 or 2 ealy 9 
/ aſſeſiing t EMORY / i heſe that play at 
Ae WIS r. 255 Ye _ 12 
To which are added, 


Several Casks not hitherto publiſhed. 


LACE of every Suit in your Hand, the 


worlt of it to the Left-hand, and the 
deſt (in Order) to the Right; and the Trumps 


in the like Order, always to the Left of all the 


other Suits. e 
| II. | 
If in the Courſe of Play you find you have 


| the beſt Card remaining of any Suit, put the 


ſame to the Left of your Trumps. _ 
And if you find you have the ſecond-beſt 
Card of any Suit to remember, place it on the 
Right of your Trumps. -4 | 
VER, IV. 815 - $447 
And if-you have the third beſt Card of any 


Suit to remember, place a ſmall Card of that 
Suit between the Trumps and that third beſt, 
to the Right of the Trumps. — 


217218 remember vour Pattner's firſt Lead, | 
place a ſmall Card of that Suit led in the _ 
| | # 
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of your Trumps, and if you have but one 
Trump, on the Left of it. 


- When you deal, put the Trump turned up 


to the Right of all your Trumps, and part 
with it as late as you can, that your Partner 
may know you have that 'Trump left, and fo 
play accordingly. | 
Ws e 


To find where, or in what Suit your Adverſaries | 


; revoke. 


- Suppoſe the two Suits on your Right-hand 


to repreſent your Adverſaries in the Order they 
fit, as to your Right and Left-hand. | 
When you ſuſpect either of them to hav 


made a Revoke in any Suit, clap a ſmall Card 


of that Suit amongſt the Cards repreſentin 
that Adverſary ; by which Means you recor 
not only that there may have been a-Revoke, 


but alſo which of them made it, and in what 


A 5 7 
If the Suit that repreſents the Adverſary that 
made the Revoke, happens to he the Suit he 
revoked in, change that Suit for another, and, 
as above, put a ſmall Card of the Suit revoked 
in, in the Middle of that exchanged Suit, and 
if you have not a Card of that Suit, reverſe a 
Card of any Suit you kave (except Diamonds) 
aud place it there, 7 4 


& * 


K 


2 — es 188 


VII. 
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| VIII. | 
As you have a Way to remember your 
Partner's firſt Lead, you may alſo record in 
what Suit either of your Adverſaries made 
their firſt Lead, by 1 Suit in which 
they made that Lead, in the Place which in 
your Hand repreſents that Adverſary, at either 
of your Right or Left-hand; and if other 
Suits were already placed to repreſent them, 
then exchange them for the Suits in which 
N of them makes hĩs firſt Lead. 5 

The foregoing Method is to be taken when 

ou find it more neceſſary to record your Ad- 
Lerſar *'s firſt Lead, than to endeavour to find 
out a Revoke. 4 | | 


CAP. XXII | 
Tie Laws of the Game at WaIsT. * 


FF any Perſon plays out of his Turn, it i; 

in the O 8 ns 8 
to call the Card ſo played, at any Time in 
that Deal, provided it does not make him re- 
voke; or if either of the adverſe Party is to 
lead, he may eee his Partner to name the 
Suit he chuſes to have him lead, and when a 
Suit is then named, the Partner muſt play it 
if he has it. 5 


ener -— ae oum————— 
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II. 
No Revoke to be claimed till the Trick is 
turned and quitted, or the Party who revoked, 
or his Partner, have played again. 8 
e i 
If a Revoke happens to be made, the adverſe 
Party may add 3 to his Score, and the revo- 
king Party, provided they are up, notwith- 
ſtanding the Penalty, muſt remain at 9: The 
Revoke takes place of any other Score of the 
S Iv 


If any Perſon calls at any Point of the 
Game, except 8, either of the adverſe Parties 
may call a'new Deal ; and they are at Liberty 
to conſult each other whether they will have a 

Aſter the Trump-card is ſeen, no Body 
ought to remind his Partner to call, E 

VI. 

If the e is ſeen, no Honours in 
the preceding Deal can be ſet up, unleſs they 
were before claimed. „ 
N 2 e 5 #2 
- If any Perſon ſeparates a Card from the 
reſt, either of the adverſe Parties may call it, 
provided he names it, and proves the Separa- 
tion; but in caſe he calls a wrong Card, ei- 
ther of the adverſe Parties may once call the 
higheſt or loweſt Card in any Suit led during 
that Deal. = vi 
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FF. 
Each Perſon ought to lay his Card before 
him; after he has done ſo, if either of the 
adverſe Parties mix their Cards with his, his 
Partner is entitled to demand each Perſon to 
lay his Card before him; but not to enquire 
who played any particular Card, * 
PPV ; 
If any Perſon revokes, and before the Cards 
are turned, diſcovers it, the adverſe Party may 
call either the higheſt or the loweſt Card of 
the Suit led, or have their Option to call the 
Card then played at any other Time, when 
it does not cauſe a Revoke, } 
7.0 | | OP > © * 
If a Card in dealing is turned up, it is in the 
Option of the adverſe Party to call a new 
Deal, unleſs they, or either of them, have 
been the Cauſe of turning up ſuch Card; in 
which Caſe the Dealer has the Option. 
If the Ace or any other Card of any Suit 
is led, and it ſhould ſo happen that the laſt 
Player plays out of his Turn, whether his 
Partner has any of the Suit led or not (pro- 
- vided you do not make him revoke) he is nei- 
* to trump it, nor to win that 
—S ͤ / ĩ ( 
If a Card is faced in the Pack, they muſt 
deal again, except it is the laſt Care. 
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None of the Players are to take up, or look 
at their Cards, while any Perſon is dealing; 
and if the Dealer ſhould happen to miſs Deal, 
in that Caſe he ſhall deaf again; and if a 
Card is turned up in dealing, no new Deal is 
to be called. r ©. on 
| XIV 


When a Card is led, if one of the Adver- 
faries plays out of his Turn, his Partner is not 
to win the Trick, if he can avoid it without 
revoking. 5 ee ee 

XV. | 


Every Perſon ought to ſee that he has 73 

Cards dealt him; therefore, if any one ſhould 

happen to have only 12 Cards, and does not. 
find it out till ſeveral Tricks are played, and 
that the re't of the Players have their right 
Numbers, the Deal ſtands good; and alſo the 
Perſon who plays with 12 Cards, is to be pu- 
niſhed with each Revoke, in caſe he has made 
any; but if any of the reſt of the Players 
[hows happen to have 14 Cards, in that Caſe 

e | 1 


eal is void. 


y 


4 


If any Perſon throws his Cards upon the 
Table, with their Faces upwards, upon Sup- 
poſition that he has loſt the Game, if his Part- 
ner does not give up the Game, the Adverſaries 
have it in their Power to call any of thoſe 
Cards, when they think proper, provided they 
do not make the Party revoke. Xvi 


_— A hrt TREATISE on 


XVII. 
A and B are Partners againſt C and D; A 
leads a Club, his 1 B plays before the 


Adverſary C; in this Caſe D. has a Right to 


play. before his Partner C, becauſe B el 
gut of his Turn. | 
XVIII. 8723 
If any Perſon is ſure of winning every Trick 
5 De; and, he may ſhew his Cards upon the 
able ; 4 but ſhould it fo happen that he has 


loſin in h d, he is then lia 
ave Nl 855 in, his ed.* 4 Ps. 


XIX. 
No Perſon ought to. aſk his Partner whether 
he had played an Honour, while the Cards 


Le playing. 11 


4 and B are b a in Cand D; A 
leads a Club, C plays a £ plays the 
| King of Clubs, and” 'D plays 1 @ dig. 

cover . he has revoked before the Trick Is 
turn | 

75 ery, What is the Penalty? 

8 may take up his Card again, 28 may 
D, and either A or B haye it in their Option 
to 'oblige C to play the en or the TO. 

* of the Suit led. 


XXI. | 
If pany Perſon calls at the Point of 8, int 


SS artner anſwers, and both the oppolite 


ies have thrown up their Cards, and it 


appears 


8 2 
Fes 
ONS * 
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appears that the other Side had not two by 


lonours ; in this Caſe they may conſult with 


one another about it, and are at Liberty to 


Rand the Deal or not. 


And if any Body anſwers, when he has not 
an Honour, the adverſe Party may conſult 


with one another about it, and are at Liberty 


to ſtand the Deal or not. 


XXIII. | 
No Perſon may take new Cards in the Mid- 
dle of a Game, without the Conſent of all 


Parties, 
XXIV. 

The Dealer ought to leave to View upon 
the Table his Trump Card, till it is his Turn 
to play; and after he has mixed it with his 
other Cards, no Body is entitled to demand 
what Card is turned up, but may aſk what is 
Trumps : This Conſequence attends ſuch a 
Law, that the Dealer cannot name a wrong 
Card, which he otherwiſe might have done, 


End of the Gams of W HIS T. | - 
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TREATISE. 


On the GAME of 


QUADRILLE; 


SHEWING 


| 

The Odds of winning or loſing moſt Games 
that are commonly played, either by calling 
a King, or by playing Sans Prendre. 


To which are added, 


The LAWS off the GAME. 


The Fri 3 


By Epmonr HoyLe, Gent. 
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1 A SHORT. 
'T R E A T 1 8 E 
On the GAME of 


QUADRILLE, 


HAP. I. 


ECAU SE a Learner may be at a Loſs 

to know the Rank or Order of the Cards, 
when Trumps or not, the two yan” Ta- | / 
bles ſhew them. e U 


The Rank or Oriler of the Cc when m me 
Tyrumps. 


55 Clubs and Spades, Hearts and Diattbhds 


* 


Rings — 
nave, 


— * 


, * 


* * 


: * 

4 

— q6— i... 
* 


The Rank and Order of the Cards when 
* ; 


Clubs and Spades. 


Spadille, the Ace 7 


Spades, 
Manille, the Dute of 
8 ades or of Clubs, 
Baſto, the Ace , of 

Clubs, 1 


King, 

Queen, 
nave, 

Seven, 

Six; 

Five, 

F our 5 


Three, | 


A ſhort TREATISE on the 


Hearts and Diamonds. 


Spadille, the Ace of 
Spedes, 

* the Seven of 
Hearts, or of Dia- 
monds, 


Baſto, the Ace of Clubs, 


4 F unto, the Ace of Hearts 
or of PIs 
King, 
ucen, 
nave, . - 
yo 


% L * % - * 1 * 
' . * \ * g — 1 N - in 
8 N * £ 
_ + +» \- 2 7 * my > Y 4 3 wa * 
, . 
* z 8 b 


Five, 
SIX, 


„In all 12. 


. Et 


You oy obſerve by the foregoing Tables 


that Spadil 


therefore the red Suits have one 
_ on * 94 hb 
ere are three Matadores, viz. Spallile 
Manille, and Baſto. : p 
Therefore, if an ordinary Trump i is Jed, you 


are not 3 to play a Matadore upon it; 
but if Spadille 15 dd, and you ſhouſd hold 


Fx 
8 


e and Baſto are alwa 


rumps; 
2 more 


Manille 


8. 
£ 
f 


hs, 
te 
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Manille or Baſto unguarded, you muſt play 


it; alſo if Manille is led, and you ſhould have 
Baſto unguarded, it muſt be played. 


The Order of the falſe Matadores. 
Clubs and Spades. | Hearts and Diamonds, 


„ Manille, e Duce of Manille, the Seven of 


Clubs or 1 Spades, Hearts or of Dia- 
c 


Baſto, the Ee of Clubs, monds, | 
„ Baſto, the Ace of Clubs, 
| Punto, the Ace of Hearts 
| or of Diamonds, 
King, King, 
Queen, Queen, 
Knavey - . Knave, 
Seven, Ducee, 
"I, Three, 
Five, „„ 
Four, | Five, 
Three, 1 
e In all 11. 


Vou ſee by the foregoing Table the Order 
or Rank of the falſe Matadores. 2 

We generally call them falſe Matadores, if 

we begin at Baſto, and ſo proceed by Se- 


quences to any Number. 


F "CHAP, 


„ 


2 
A Hort TakATISE on the 
CHAP: H. 
T HE firſt Thing to be done, after you 
| have ſeen your Cards, is, to aſk Leave 
to paſs, or play, ſans prendre; and if you nanie 
a wrong I rump, you muſt abide by it. 

88 a 8 II. . 5 Rae 
If all the re paſs, he who has Spadille 


is obliged to play; but if he does not make 
three Tricks, he is not baſted. 


. e 7 
The Player ought to have a fair Probability 
bf winning tliree Tricks when he calls a King, 
to prevent his being baſted; 


a 
Therefore we will ſet down ſuch Games 
only, as give a fair Chance to win the Game 
by calling a King, with Directions at the End 
of each Caſe what Trump you are to lead, 


Calculations nece ary to be under/ioad b thoſe 
ubs have — ſome Progreſs in the Game, i I 


* 


= I would know 1 is the Odds that my 
Partner holds one Card out of any two certain 


Anſwer, 


: 


Cards? 


Gai of QUADRILLE. gg 

Anſwer. That he holds one Card out of any 

two certain Cards, is about 5 to 4 in his 
Favour. | re | 


I would alſo now what is the Odds that 


my Partner holds one Card out of any three 
certain Cards? | 
Anſwer. That he holds one Card out of any 
three certain Cards, is about 5 to 2 in his 
Favour. | RS 


An Explanation and Ap lication of the foregoing 


Calculations. 


| I. | | 
That your Partner holds one Card out of 
any two certain Cards. | 
_- Suppoſe you ſhould hold one Matadore, it 
is by this Calculation evident, that it is 5 to 4. 
in your Favour that your Partner holds one of 
the other two, and conſequently you may play 
your Game accordingly, : 3 
Again, ſuppoſe you call a King, and having 
a Knave and one {mall Card of a Suit in your 
Hand, by the foregoing Calculation, it is plain 
that you have 5 to 4 in, your Favour, that 
your Partner holds either the King or Queen 


of that Suit; and conſequently you have the 


Odds in your Favour to win a 
Suit. 83 

1 II. 

That your Partner holds one Card out o 


rick in that 


any three certain Cards. 


F'2 _ _ -o_—_ 


ito 4 fort TxRAT ISE vn the 

Suppoſe you have no Matadore, but with 
the Aſſiſtance of one of them you have great 
Odds of winning the Game; you may ob- 
ſerve, by the foregoing Calculation, that it is 


about 5 to 2 that your Partner holds one of 


them, you having none, | 
This Calculation may be applied to many 
other Caſes, very uſeful to the Player. 


a King. 


"0 ames in Red, which may be played, calling 


EY I. ; 
Spadille, Manille, two ſmall Hearts or Dia- 
monds, the Queen, of Clubs and one ſmall 
one, and four ſmall Cards of the other Suits, 
Lead a ſmall Trump. * | 


f . II. | e | 
Spadlille, Manille, two ſmall Hearts or Dia- 


winds, with the Knave and two ſmall Clubs, 


and.three ſmall Cards of the other Suits. Lead 
a ſmall Trump. 155 


©-2adille; Manille, two ſmall Hearts or Dia- 
monds, three ſmall. Clubs, and three ſmall 
Cards of the other Suits, Lead a ſmall 


'Trump. 
Spadille, Punto, King, Queen, and one 

ſmall Heart or Diamond, three ſmall, Clubs, 

the Queen, and one Spade. Lead Punto. 


V. 
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Spadille, Punto, King, Knave, and one 
ſmall Heart or Diamond, the Knave and two 
ſmall Clubs, and two ſmall Spades. Lead 
Punto. wy | 


Spadille, King, Queen, Knave, and one 
ſmall Heart or Diamond, with the Queen, 
Knave, and one ſmall Club, and twa, ſmall 
Spades. Lead the King of Trumps . 


VII. 

Spadille, Three, Four, Five, and Six of 
Hearts or Diamonds, King of Clubs and one 
more, Queen and two ſmall Spades; whether 

elder or any other Hand, when you have the 
Lead play a ſmall Trump, in the ſecond Lead 
_ play Spadille. 3 

| VIII. 


Manille, Baſto, Punto, and two ſmall Hearts 
or Diamonds, three ſmall Clubs, and the 
Knave and one Spade. Lead Manille. 


IX. 12 
N. B. Manille, Baſto, King, and two 
ſmall Hearts or Diamonds, Queen, and one 
ſmall Club, and three ſmall Spades. Lead 
Manille. e | 


"0 = 


VN. B. Manille, Baſt 
ſma}l Hea 


Hearts or Diamonds, 
Club, Knave and two ſmall 8 
{mall Trump. | | 


and one ſmall Club 
Spade. Lead Manille. 


Manille, Punto, 
Hearts or Diamonds 
Club, King and two ſmall 5 
ſmall Trump. 
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X. 


XI 


"| Manille, Baſto, with the three ſmalleſt 


Queen and one ſmall. 
pades. Play a 


XII. 


VN. B. Manille, Punto, King, and two 
mall Hearts or Diamonds, Queen, Knave, 
„ King and one ſmall ” 


XIII. 


o, Queen, and two 1 
rts or Diamonds, Queen, and two 
ſmall Clubs, Knave, and one Spade. 


and two ſmall 


2 


V. 


| Manille, Punto, and three ſmall Hearts or 
Diamonds, Knave and one ſmall Club, King, 
ueen, and one ſmall Spade. 


XV. 


! » >Manille, and the four ſmalleſt Hearts or 
Diamonds, Queen, and one ſmall Club, 


ueen and one ſmall © 
pades. Play a 


Flay a ſmall 


1 
A 
4 
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Joon, and one ſmall Spade. Play a ſmall 


rump. 
5 | XVI. 


VNV. B. Baſto, Punto, King, and two ſmall 
Hearts or Diamonds, King and Queen of 
Clubs, Queen, and two ſmall Spades. Lead 


aſto. | | 
| | | XVII. - | 
N. B. Baſto, Punto, Queen, and two ſmall _ 
Hearts or Diamonds, Queen, Knave, and one 


ſmall Club, King and Queen of Spades. Lead 
Baſto. 88875 if 
1 XVIII. 


N. B. Baſto, Punto, and three of the 


ſmalleſt Hearts or Diamonds, King and Queen 
of Clubs, Queen, Knave, and one ſmall 
Spade. Play a ſmall] Trump. ; 


LIE <8] A | 

. Baſto, and the four ſmalleſt Hearts or Dia- 
monds, King and — 29 of Clubs, Queen, 
Kunave, and one ſmall Spade. Play a ſmall 

F | 4d 

1 XX. | © 
N. B. Punto, King, (Queens and two ſmall 
Hearts or Diamonds, King and Queen of 
Clubs, Queen, Knave, and one Spade. 
Lead Punto. e RR. 


74 xxl. 


* 1 1 ———jä᷑ 2 Ars r 


0 
9 * 


Spades, three ſmall 


0% 1 hort TREATISE on the 2 


Punto, King, and 3 fall Fear or 


Diamonds, King and Queen of Clubs, Queen 


Knave, and one ſmall Spade. Play a. ſmall 
Trump. 

You are to obſer that thoſe Caſes which 
are mark'd thus, (N. B.) are very good Games 
to play, and that you have-the Odds of your 
Side, to win thoſe which are not marked. 


CHAP. III. 


Games in ant; which may be played, calling 


a King. 
* 


4 


| GPADILEE, . 2 ts Goal! 


Clubs or Spades, the Knave, and two 
ſmall Hearts, and three Ginall Rs; Lead 
a ſmall Trump. Lge? 


N. B. Spadille, Manille, and two ſmall 
Clubs or Spades, Queen, and two ſmall 
Hearts, and three ! Diamonds. Lead a 


11. 


Saline Adaville, ad vo onal lake or 
ond tn three. {mall Dia- 


monds. Lead a ſmall * 


mall Trump. 


1 45 3 | IV. 
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IV. p 
N. B. Spadille, King, Queen, and two 
ſmall Clubs or 8 ades, with the Queen and 
one ſmall Heart, three ſmall Diamonds. Lead 
the King of Trumps. 
Spadille, King, Knave, and two. ſmall 
Clubs, n two Diamonds, two ſmall 


Hearts. Play a ſmall Trump. 


3 . | 1 
Spadille, Queen, and three ſmall Clubs or 
Spades, Queen, and two ſmall Hearts, two. 
ſmall Diamonds. Play a ſmall Trump. 


| II. ä 

- Spadille, and the four ſmalleſt Clubs or: 
Spades, King and one ſmall Heart, Queen and 

two ſmall Diamonds, Play a ſmall Trump. 


5 N 
Mianille, Baſto, King, and two ſmall Clubs- 
or Spades, three ſmall Hearts, and two ſmall. 
Diamonds. Lead Manille.. & 555 


Manille, Baſto, Queen, and two ſmall Clubs 
or Spades, three {mall Hearts, Queen, and 
one {mall Diamond. Leak Manille. 

| 5 


* 
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| 1 

M/anille, Baſto, Knave, and two ſmall Clubs 

or Spades, Knave and one Heart, three fmall 
Diamonds. Lead Manille. 4 


=. 
___ Manille, Baſto, and three ſmall Clubs or 
- © Spades, Queen and two ſmall Hearts, K nave 

and one ſmall Diamond. Lead Manille. 


XII. 


VM. B. Manille, N Queen, and two 
ſmall Clubs or Spades, King and one ſmall 
Heart, Queen, K nave, and one fmall Dia- 
mond, Lead Manille. LILY 


| 1 . 

VM. B. Manille, King, Knave, and two 
© ſmall Clubs or Spades, King and one fmall 
Heart, Queen and two ſmall Diamonds. Lead 
Manille. : 13 


. Manille, King, and three ſmall Clubs or : 
Spades, Queen, and two ſmall Hearts, King 
and one ſmall Diamond. Play a ſmall Trump. 


Mlanille, and the four fmalleſt Clubs or 
Spades, King, Queen, and one ſmall Heart, 
| two ſmall Diamonds. Play a ſmall 2 


pe 


yuuns pan ww 


. YU = 


Trump. 


Clubs or Spades, 
Knave and two ſmall Diamonds. Lead the 
King of Trumps. 1 


King of Trumpsz. 


_ Ganie ff QUADRILLE. 107 
"- ove wes. 158 
N. B. Baſto, King, Queen, and two ſmall 


Clubs or Spades, Queen and two ſmall Hearts, 
King and one ſmall Diamond. Lead Baſto: _ 


XVII. | 
N. B. Baſto, King, K nave, and two ſmall 


Clubs or Spades, Knave and one Heart, King 
and two ſmall Diamonds. Lead Baſto. 


XVIII. 
N. B. Baſto, King, and three ſmall Clubs 


or Spades, ei, and Queen of Hearts, Queen 
and two ſmal 


Diamonds. Play a ſmall 


Trump. IX 


3 Baſto, and four of the ſmalleſt Clubs or 


2 King and Queen of Hearts, Queen, 
ave, and one ſmall Diamond, Play a ſmall 


N. B. King, Queen, K nave, and two ſmall 
ing and Queen ef Hearts, 


* „ i : 
AXIS 


King, Queen, Seven, Six, and Five of Clubs 
or Spades, 
 Knave, and one ſmall Diamond. Lead the 


ing and Queen of Hearts, Queen, 


You 


e een 


Trumps to all the elder-hand 


—— — 


RR 
* 9 
£ * = 
: A 
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You are to obſerve, that thoſe Caſes which. 
are mark'd thus, (N. B.) are very good 
Games to play, and you have the Odds of your 
Side, to win thoſe which are not marked. 
N. B. You are to call to your ſtrongeſt 
Suits, except you have a Queen guarded. And 
if you are elder Hand, you have a fairer 
Chance to win the Game than if middle Hand, 
. becauſe you have an Opportunity of leading 
a Trump, which frequently makes your Ad- 
verſaries play againſt each other. 9 5 


ee W,, 
Cass calculated, fhewing the Players the Odds 
of winning the followmg Games at Qua- 
DRILLE, 158 prendre; and alſo ſuch Games. 
4s ought not to be played ſans prendre. 


' Games in Black, Elder Hand. 


THREE Matadores in Clubs, King and 
Six of Diamonds, King and Six of 


Hearts, King, Five and Six of 7 N Ry 
Ames. A41nc 


* a 


above Game wins 27 to 4. 


1 0 „ | 
Three Matadores and the Three of Clubs, 
King and Six of Diamonds, King and Six of 
Hearts, and two ſmall Spades. The above. 
Game wins 215 to 162, or about 4 to 3. 


III. 


. 


* 


88 III. 
Three Matadores, Three and Four of 


Clubs, King and Six of Diamonds, three 
fmall Hearts. Wins 291 to 86, or above 10 


to 3. 1 
| „ | 
Three Matadores, with the Three, Four, 
and Five of Clubs, two ſmall Diamonds, and 
two ſmall Hearts, Wins near 10 to 1. 
na, J 


Spadille, Manille, King, Knave, Three 


and Four of Clubs, two ſmall Diamonds, two. : 


fmall Hearts, Wins 4895 to 3022, or about 


Fpadille, Manille, King, Three, Four and 


3 


Five of Clubs, two ſmall Diamonds, two ſmall 
Hearts. Wins about 8 to 5. 8 


. + 1 * 
Spadille, Manille, King, Three and Four 
of Clubs, King and Six of Diamonds, and 


1 three-ſmall Hearts. Loſes 1514 to 1125, or 
about 4 to 3. 2 „ 


n © © ©776ds 


.:Spadille, Manille, Three, Four, Five, and 
Six of Clubs, two ſmall Diamonds, and two 
ſmall Hearts. Loſes 1514 to 1125, or about 


4 tO 3. 
4.70 3. IX. 


three ſmall Hearts. Loſes 22 
about 11 to 2. 
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 Spadille, Manille, Three, Four, and Five 
of Clubs, King, and one ſmall Diamond, and 
34 to 405, or 


Three falſe. Matadores and Three of Clubs, 


| King and Six of Diamonds, King and Six of 


to 162, or about 4 to 3. | | 


Three falſe Matad 
Clubs, King and 
Six and Five of Hearts 
above 10 to 3. 


Five of Clubs, Ki 
:two ſmall Hearts. 
IO to I. 


Five of Clubs, King and one fmall Diamond, 
two ſmall Hearts. 
above 8 to 5. 


- 


Five of Clubs, King and one ſmall Diamond, 


* 


Hearts, King and Six of Spades. Wins 215 


ores, Three and Four of 
Six of Diamonds, King, 
Wins 291 to 86, or 


. 


| | & - 3 

Three falſe Matadores, Three, Four, and 

* of Diamonds, 
ins 1025 to 106, or near 


_ 
Manille, Baſto, Queen, Three, Four and 
Wins 4895 to 3022, or 
Manille, Baſto, Knave, Three, Four 


and 


we. 


Clubs, King and one ſmall Diamond, King 


275 to 2. 


GAME of QUADRILLE. "xx | 
two ſmall Hearts. Loſes 4162 to 3755, or 
almoſt 10 to 9. —_ „„ 


Spadille, Three, Four, Five, and Six of 


DS 


of Spades, King and one ſmall Heart. He 
muſt lead a ſmall Trump, and his Chance 
then for winning is 1749 to 890 ; or near 2 to 


I for winning. 
i XVI. . ; 
Spadille, Three, Four, Five, Six and Seven 
of Clubs, King and one Diamond, King of 
Spades, and King of Hearts. Wins about 


CHAN N 
Games in Red, Elder Hand. 
BEG : 


I 5 HRE E Matadores in Hearts, King 


and one Diamond, King and one Spade, 


King and two Clubs. Wins 24 to 11, or 


about 2 to I. 
5 II. 2 
Three Matadores and Three of Hearts, 


| King and one ſmall Diamond, King and 


Queen of Clubs, and two ſmall Spades. Wins 


7010 to 1661, above 4 to I ; beſides the Chance 
that his Kings and Queen paſs, though he 
_ ſhould not fetch out all the 1rumps, 2 


III. 
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LH, 


Three Matadores and Three and Four of 
Hearts, King, and one ſmall Club, and three 
Diamonds. Wins almoſt 4 to 3. 


: | ; LY: 5 | 

Three Matadores, Three, Four and Five 
of Hearts, two ſmall Diamonds, two ſmall 
Clubs. Wins 291 to 86, or above 10 to 3. 


„ Vu 
Spadille, Manille, Punto, Queen, Three 
and Four of Hearts, two ſmall Diamonds, and 
two ſmall Clubs. Loſes 1706 to 1339, or 

above 5 to 4. or 


| Spadille, Manille, Punto, Three, Four and 
Five of Hearts, two ſmall Diamonds, two 
fmall Clubs. Loſes 1514 to 1125, or above 


4 to 3. 
ft | VII. | | 
FPpadille, Manille, King, Three, Four and 


Five of Hearts, two ſmall Diamonds, two 
ſmall Clubs. Loſes 278 to 99, or about 14 


to 5. | 
oF a VIII. 
- | Spadille, Manille, Three, Four, Five and 
Six of Hearts, two ſmall Diamonds, two ſmall 
Clubs. Loſes above 3 to 1. 

k : 1 , | ; + 4A 


- 


E 4's. 


— 
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IX. 

Spadille, Manille, Three, Four, Five and 
Six of Hearts, King and one Club, two ſmall 
8 . Wins 1845 to 794, or above 9 

O 4. GS 56. 
XX. = 


- Spadille, Manille, Two, Three, Four, Five, 


Six of Hearts, two ſmall Diamonds, one ſmall 
Club. Wins above ꝙ to 1, nearer 10 to. 


XI. 


Four. Matadores in Hearts, King and two 


ſmall Clubs, King and two ſmall Spades. 
Wins about 16 to 1. That he fetches out 
the Trump is 7206 to 1465, near 5, to 1; be- 
ſides the Chance for his King's paſſing, though 
the Trump ſhould not fall. {h 


XII. 


Three falſe Matadores-and Three of Hearts, 
King and one ſmall Club, King and one Dia- 
mond, King and one ſmall Spade. Loſes 
5791 to 2880, or above 2 to . 

e 

[Three falſe Matadores, Three and Four of 
Hearts, King and one Club, King and two 
Spades. Wins 215 to 162, or about 4 to 3. 


XIV. 


1 | 
l 
q 
4 
j 
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V. 
Three falſe Matadores, Three, Four and 
Five of Hearts, King and one ſmall Club, 
two ſmall Spades. Wins 291 to 86, or above 


10 to 3. 
Three falſe Matadores, with the Knave, 
the Three, Four and Five of Hearts, one 
ſmall Diamond, two ſmall Spades. Wins 
1025 to 106, near 10 to I; but you are to 


ſuppoſe the Lead is to come into your Hand 


a ſecond Time, without trumping with a 
Matadore. „ 5 A 
8 „ XVI. | 


--*'Fhree falſe Matadores; with the Queen, 


the Three, Four and Five of Hearts, one 
ſmall Diamond, two ſmall Clubs. (As the 
former) wins near 10 to 1. ON ne 


XVII. 


Manille, Baſto, King, Three, Four and 
Five of Hearts, King and one Diamond, two 
ſmall Clubs. Loſes 1514 to 1125, or about 


to 3. 
1 XVIII. 


MIanille, Baſto, Queen, Three, Four and 
Five of Hearts, King and one Club, two ſmall 


Spades. Loſes 278 to or near 3 to 1. 
* — 0" 


Www OO tw 


-for winning. 
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XIX. 


 Manille, Baſto, Three Four, Five and She 


of Hearts, King and one Diamond, two ſmall 
Clubs. Loſes 2639 to 405, or about 6 to 1. 
* 5 


Spadille, Two, Three, Four, Five and Six 
of Hearts, King and one Diamond, King of 


Spades, and the King of Clubs. That he 
fetches out three FTrumps by playing Spadille, 


is above 4 to 1, and conſequently above 4 to x 


XII. 


Spadille, Three, Four, Five and Six of 
Hearts, King and one Diamond, King and 


one Spade, and the King of Clubs. 


That three ſure Tricks in Trumps lie 


againſt the Player is 1384 to 1225, and con- 
ſequently the Odds is againſt his winning the 


.. | 
If he plays the Game, he muſt begin with 
leading a ſmall Trump ; for if he plays Spa- 


. dille, he has no Chance at all. 


At his ſecond Lead he ought to play Spa- 


dille, having the faireſt Probability of winning 


the Game by that Method of P 


lay. | 
In all the Games of falſe Marildorid, we 
have ſuppoſed the Player is not over-ruft'd 


before it comes again into his Hand, . - + 
N. B. 


8 ————— 2 
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N. B. If you ſhould have a ſavs prendre 


Game, and it ſhould be 5 to 4 for winning it, 
you are to conſider that the calling a King 
makes it a ſure Game won, beſides the Chance 
of winning a Vole; and therefore, upon a ſtrict 
Calculation, it is found to be more adviſeable 
to call a King in ſuch a Caſe. 

N. B. A good Flayer may play a weaker 


Game, either elder or younger Hand, than 
middle Hand. 
SY © 2h 
Laws at DUADRILLE, 


| =. | 
: Wr names any Suit for Trumps, 
oh he-muſt abide by it, though it ſhould 
happen to be his worſt Suit. 


| . e 
If a Card happens to be faced in Dealing, 
you muſt deal again, except it is -the laſt 


ard, 
| pig III. | 
If you play with eleven Cards you are 
| baſted. 625g ET 
N 4 » 
If you play Sans prendre, or have Mata- 
dores, you are to demand them before the next 
Dealer has finiſhed his Deal, otherwiſe you 
loſe the Benefit of them. 1 


_ 


5” 


— ii 


reſt have paſs'd. 


— 
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W - 


If any Body names his Trump without aſæ- 
ing Leave, he is obliged to play Sans prendre, 
unleſs he is the younger Hand, and all the 


VI. 


If any Body plays out of his Turn, that 
Card played may be called at any Time in that 


Deal, provided he does not revoke; or the 


Adverfaries may demand the Partner of him, 
who played out of his Turn, or his own Part- 
ner, to play any Suit he thinks fit. 


VII. 


After the Game is won, if the Perſon who 
won the ſixth Trick plays a ſeventh Card, he 


is obliged to play for the V ele. | 


VIII. N 

If you have four Nags dealt you, you are 
at Liberty either to call a Queen to one of 
your Kings, or to call one of your Kings; but 
you are not to call the Queen of Trumps. 

If any Body ſeparates a Card from the reſt, 


he ought to play it, if the adverſe Party has 
ſeen it, unleſs he plays Sans prendre. 


4 X, 
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| X, 
If the King called, or his Partner plays out 
of his Turn, no Vole is to be played for, 


No Perſon is to be baſted for a Renounce, 
unleſs the Trick is turned and quitted; and 
if any Perſon renounces, and it is diſcovered, 
if the Player ſhould happen to be batted by 
ſuch Renounce, all the Parties are to take up 
their Cards; and play them over again. 
35 XII. | 
If Spadille is forced to play, he is not 
obliged to make his three Tricks. L 
XIII. 
Whoever undertakes playing the Vole, has 
the Preference of playing before him who 
offers to play Sans prendre. | Ea 


XIV, 


Tf all Parties agree to it, before you begin 
td play, let the Perſon have the Preference 
of playing who plays for the moſt Tricks; 
which will prevent ſmall Games from being 


layed. 
CO XV. 


Tue Player is entitled to know who is his 
King called, before he declares for the Vole. 


VU w* iy 


8 


I. 


ſpecifying each Card. 
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XVI. 
When fix Tricks are won, he who won 
the ſixth Trick ought to ſay, I play the Vole; 


or I do nat play the Vale; or, I aſk — and 
nothing elle. | 


. „ | 
He who wins the Vole is to take double the 


Stake played for out. of the Pool. 


Toh : 

He who aſks Leave (if elder Hand) may 
play Sans prendre, in Preference to ahy 6f the 
other Players. ; 

| XIX. 


If you have one King only, you may call 


yourſelf, but muſt win fix Tricks. 


8 | XX. £5 
"If bag Sep the King ſurrendered; he muſt 
wt ix Tricks who demands the King of any 
Body. 1 | 


XXI. 


ile who has paſſed once, (unleſs he has 


Spadille) has no Right to play afterwards ; 
alſo, he who has aſked the Queſtion is obliged 


to play, unleſs ſome Body elſe plays Sans 


prendre. r 
| - XXII. RP 
If the Player, or his Friend, ſhew their 


Cards before they have won fix Tricks, the 


Adverſaries may call their Cards as they pleaſe, 
. 


% Aer „ e- 


A 
Whoever has aſked Leave cannot play Sans 
prendre, unleſs he is forced. 
| XXIV. 


You are at Liberty to look at the Tricks 
when you are to lead, but not otherwiſe. 


XXV. 


and does not ſucceed, has a Right to the 
Stakes Sans prendre, and Matadores if he has 
ein, having won his Game. 


XXVI. 
Forced Spadille cannot play for the N ae. 


XXVII. 


If any + Perfon diſcovers his e he i is not 
ede to play the Vole. 


XXVIII. 


the l is void, but not otherwiſe. 


XXIX. 


are played out. 

XXX. 
He who plays, and does not make three 
Tricks, is to be baſted alone, unleſs he plays 
forced Spadille, 


| End of QUADRILLE. 


| 11 there happen to be two Cards of the fame 
Sort, and found out before the Deal is ended, 


Whoever undertakes playing for the 2 


if 


No Body i is to declare how many Trumps: 


A SHORT 


TREATISE 


| On the GAME of Fx 
PIQUE Fz. 
DIRECTING 
With moral Certainty, how to diſcard any 
Hand to Advantage, by ſhewing the Chances 


of taking in any one, two, three, four, or 
five certain Cards. | 


CompuTaTIONs for thoſe who Bet their 
2 Money at the Game. : 


a | AL 8 oO, 
[The LAWS of the G AME. 
| To which are added, | 


| Some RuLEs and OBstrvaATIONs for playing 
well at CHESS. 


The FirrH Ebiriox. 
BV ED MOND HO ILE, Gent. 


MMM NU 
as. 


„„ 


TREATISE 


* 
* 


EAN 
General RuLEs for playing at PI QUE T. 


V2 U are to play by the Stages of your 


- Game; what is meant by them, is, that 


when you are backwards in the Game, or be- 
Hind your Adverſary, you are to play a puſh- 
ing Game, otherwiſe you are to make twenty- 


ſeven Points Elder-hand, and thirteen Points 


Younger-hand ; and you are always to com- 


- 
— 
* 


pare your Game with your Adverſary's, and 


diſcard accordingJy. + 


. 5 
You are to diſcard in ExpeQation of win- 
ning the Cards, which is ſo effential a Part of 
the Game, that it generally makes twenty- 


two or twenty-three Points difference; there- 
fore you are not to diſcard for low Quatore, 
ſuch as three ny three Knaves, or three 

; * 2 : ” ens, ; 


2 


E 2 2 
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Tens, becauſe in any of theſe Caſes, the Odds 


are three to one, Elder-hand, that you 
ſucceed, and ſeventee 
hand; for let us ſuppo 


to three Vounger- 
you ſhould go for 4 


Duatorze of Queens, Knaves, or Tens, and 
throw.out an Ace ora King ; by ſo doing you 
run the Riſk of lofing above twenty Points, 
in Expectation of winning fourteen Points. 


III. \ 


At the Beginning of a Party you are to play 


to make your Game, which is twenty-ſeven 


Points Elder-hand, and thirteen Points Young- 


er-hand ; therefore, ſuppoſe you are Elder- + 
hand, and that you have a Terce- Major, and 
the Seven of any Suit, it is five to two but 


that Lou take in one Card out of an 
tain Cards; ther 


efore, ſuppoſe you 


f 


four cer- 
ould have - 


three Queens, three Knaves, or three Tens, 


you are in this Caſe. to diſcard one of them 
preferably to the Seven of ſuch a Suit, becauſe 


It is three to one that yau do not take in any 
one certain Card, Elder-hand, to make you a 


th 


IV. 


* 


1 


Cards muſt be put quite out of the 


a 


therefore ſuppoſe you ſhould 8 11 1 
Queen, or a Quart to a Knave; in wh 


| Duatorze, and conſequently you diſcard the 
Seven of ſuch a Suit to a great Diſadvantage. 


f your Adverſary is greatly before you in 

. the Conſideration of winning the 

ueſtion; 
uart to. 


ich 
Caſe 
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Caſe it is only about five to four, being Elder- 
hand, but that you take in a Card to make 
you a Quint, and about three to one but that 
you take in a Queen, a K nave, or Ten; and 
thould you have three of either dealt you, it 

is good Play to make a Puſh for the Game, 
particularly if it is fo far advanced as to give 
you but litttle Chance for it in another Deal; 

and in this, and other Caſes, 28 may have 
7 to the Calculations aſcertaining the 
8. + | > , * ” | | 


* 


- 
5 . . . 


ale 117 e boy Hoc nnd 

To gain the Point, generally makes ten 
Points difference; therefore, when you diſ- 
card, you muſt endeavour to gain it, but not 
riſk the loſing of the Cards by fo doing. 
. The ſaving of your Lurch, or the lurching 
of your Adverſary, is ſo material, that you 
5 7 always to riſk ſome. Points to accom- 
Plau eicher of he, ðͤ 
If you have & Tricks, with any winning 
Card in your Hand, never fail playing that 
Card; becauſe, at leaſt, you play eleven Points 
to one againſt yourſelf by ſo. doing, unleſs in 
Play you diſcover what Cards your Adverſary 


| G 3 VIII. 


— Orme ny ram — 
— 3 * 


- — ens ons 9s ens 
— _— — 
— 


teen Points, he is to 


tage. N | 
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| | VIII, 5 
If you are greatly advanced in the Game, 


as ſuppoſe you are eighty to fifty, in that Cafe 
it is your Intereſt to let your Adverſary gain 


two Points for your one as often as you can, 


eſpecially if the next Deal you are to be Elder- 
hand; but if, on the contrary, you are to be 


Vounger- hand, and are eighty-ſix to fifty or 


ſixty, never regard the loſing two or three 


Points for the gaining of one, becauſe that 


Point brings you within your Shew. 


| IX. | 

The Younger-hand is to play upon the De- 
fenſive; therefore, in order to make his thir- 
erces, Quarts, and 
eſpecially to ſtrive for the Point: But ſuppoſe 
him to have two Terces from a King, Queen, 
or Knave, as it is twenty- nine to twenty-eight 
that he ſucceeds, he having in that Caſe four 


certain Cards to take in to make him a Ouart 


to either of them, and, perhaps, thereby ſave 
a Pigue, &c. he ought preferably to go for 
that which he has the moſt Chance to ſucceed 


in : But-if, inſtead of this Method of Play, 


he has three. Queens, Knaves, or Tens, and 


ſhould attempt to carry any of them prefer- 


ably to the others, the Odds that he does not 


| ſucceed being ſeventeen to three againſt him, 


he conſequently diſcards to a great Difadvan- 


W 


Ii nd a ry e r 
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The Elder or Younger-hand is 8 
to ſink one of his Points, a Terce, or three 
Kings, Queens, Knaves, or Tens, in hopes 
of - bes the Cards; but that! fi to be done 
with 3 and without * n 


XI. 

It is often good Play for a 3 
not to call three Queens, Knaves, &c. and to 
ſink one Card of his Poin which his Adver- 
fary may ſuppoſe to be a ard toa King or 
Queen. 3 | 

XII. 


The Vounger- hand — * Cards equal- 


| Xx dealt him, is not to take in any Card if 


thereby he runs the Riſk of loſing them, un- 


leſs he is very backward in the Game, Ang has 
then a Scheme for a great Game. 


. 


If the Vounger- hand has a Probability of , | 
ſaving or winning the Cards by a deep Diſ- 
card. As for Example: Sup * he ſhould 
have the Kin Queen, and , of a Suit; 
or the King, Knave, and Nine of a Suit; in 

this Caſe he may difcard either of thoſe Suits, 
with a moral Certain of not being p4%s 14 
in them; and the Odds that he des not take 
in the Ace of either of thoſe Suits bein 


G 4. agai 


x 


128 A TaRATISE on PIQUET, 
againſt him, it is not worth his while to diſ- 
card otherwife in Expectation of ſucceeding. 


125 C 1 
The Vounger-hand having three Aces dealt 
him, it is generally his beſt Play to throw out 
the fourth” Nie. 18 „„ 


XV. 1 

The Younger-hand is gene by to carry 
Guards to his Queen-Suits, in order to make 
Points, and to fave the Cards, 


When the Younger-hand obſerves that the 

_Flder-hand, by calling his Point, has five 
Cards which will make five Tricks in Play, 
and may have the Ace and Queen of another 

Suit, he ſhould throw away the Guard te th 
King, i mga if he has put out one of that 
Suit, which will give him an even Chance of 
ſaving the Cards. | 


' Tf the Elder hand has a Quart to a King 
| 7 him, with three Kings and three Queens, 
including the King to Nis Quart) and that 
he is obliged to diſcard, either one of his Quart 
to the King, or to diſcard a King or Queen. 
Query. Which is beſt for him to diſcard * 


44 


l . Fs | | Aulwer, 


__ mn "FINER * 
LE 
3 = 
7 4 5 
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Anſwer. The Chance for taking in the Ace 
or Nine to his N 1 King, being one out 
of two certain Cards, is exactly equal to the 

taking either a King or a Queen, having three 

_ of each dealt him; therefore he is to diſcard 

in ſuch a Manner as gives him the faireſt Pro- 

bability ef winning the Cards. 85 


The foregoing Caſe ma be a eneral Di- 
- fection to-dilcatd in all Caſes of the like Na- 
ture, either for the Elder or Younger-hand.. 


Suppoſe the Elder-hand has taken in his five 
Cards, and that he has the Ace, King, and 
Knave of a Suit, having difcarded two of that 
Suit: He has alfo the Ace, King, Knave, and 
two ſmall Cards of another Suit, but no win- 
ning Cards in the other Suits. 
Query. Which of theſe Suits is he to play 
from, in order to have the faireſt Chance of 
winning, or ſaving the Cards? + 
Anſiber. Ne is always to play from the Suit 
of which he has the feweſt in Number; be- 
cCauſe, if he finds his Adverſary guarded there, 
the Probability is in his Favour that he is un- 
arded in the other Suit; and ſhould he play 
rom the Suit of Which bs has the moſt in 
Number, and finds his Adverſary's Queen 
_. guarded, in that Caſe he has no Chance to 
kae or win the Cards. 
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If 8 — to make the Cards 
equal, by playin them in an ticular 
: Manger and 15 advanced before bis Adverſary 

in the Game, he is not to riſk the loſing o 
them; ; but if his Adverſary is greatly be = 
him, in that Caſe it is his Intereſt to'riſk the 
loſing of the Cards, in " Expectation of win- 
| nißt of them. 


CHAP. II. 
| s  Particulor 0 and Cars. 


| UPPOSE you are ER 92 and the. 
85 ou have 44 you a e, ch er, with 
the on and Eight of 5 ing and 
Ten of Diamonds, the King 1 Nine of 
8 with the Ten and Nine of Spades, 
Query. Whether you are to we a Card, 
ing the Puart-Major and two more 
12 the way 4 Suit 185 the Point, with two other 
Kings; or to throw out one Card of your 
oint! 
AAnſiuer. If you throw out one Card of your 
Point, there 1s a Poſſibility that you reckon 
only five Points, and that Ca 74 Adverſary may 
win the Cards, by. which t he gets eleven 
ANG beſides his three . c. which 
you a bad Chance for the Game: But 


y kaving a Card, and admitting that one 
Card 
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Card of Conſequence lies in the five Cards. 
which'you are intitled to take in, it follows 
that you have four Chances to one againſt 
leaving that Card, and conſequently it is your 
Intereſt to leave a Card; the Odds. are alſo 
greatly in your Fayour, that you take in ſome 
one of the following Cards in your four Cards, 
viz. there are two to your Point, three Aces, 
and one King. Fed 
If you ſhould happen to have the Ace, 
King, and four ſmall Cards of any Suit, with 
two other .Kings, and no great 5 | 
ou, the like Method of. the former Cafe may 
he practiſed. IL 
Suppoſe you ſhould have the King, Queen, 
and — of the ſmalleſt Clubs, the N 5 and. 
Queen of Diamonds, the Ace and Knave of 
Hearts, and the King and Nine of Spades. 
Query. How are you to diſcard, with a Pro- 


ww of making the moſt Points ? 


Anſwer. You are to throw out the Queen 
and four ſmall Clubs, and 0 carry three entire 
Suits, with the King of Clubs ; for this Rea- 
fon, becauſe the Chance for your taking in 
the fourth King, is exactly the ſame as the 
Chance of taking in the Ace of Clubs; in 
either of which Caſes it is three to one againſt 

ou: But if oo fail of taking in the fourth 

ing, by difcarding thus, you have a fair 


Chance to win the Cards, which will probably 
| make 


132 4 TREATISE on PIQUET. 
make twenty-two Points difference. But 


Mould you diſcard with an Expectation of 


taking in the Ace of Clubs, and ſhould hap- 


pen to fail, you Pang obliged to throw out 
ar 


ſome of your great Cards, you would have a 
very diſtant Chance of either ſaving or win- 


King the Cards. 
! * 


Suppoſe you ſhould have the King and 
Queen of Clubs, a Terce-Major in Diamonds, 
Queen and Knaye of Hearts, and a Quint 
from the Knave of Spades. 
Query. How are you to diſcard, with a Pro- 
bability of making the moſt Points? __ 
Anſiber. You are to throw out the Quint to 
a Knave in Spades, in order to make the moſt 
Points; becauſe, let us admit that pn ig 
is good for every Thing after you have take 


« — 


en 


- 


in, you in that Caſe only ſcore 'nineteen 


Points, if you carry it, and you probably give 
the Cards up, and alſo the Chance of a Jua- 
torze of Queens, beſides a great Number of 
Points in Play; and conſequently, by carryin 

the Quint, you would diſcard to a great Dif” 
JJ cf e 
.- Suppoſe you have the King, Queen, Seven, 
a Nine of Clubs: the Queen and 
K naye of Diamonds; the Queen, Ten, and 


Nine of Hearts, with the Ace and Nine of 
Spades, E 
ig yes | Query. 


| 


Spades. 
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4 Juery: How are you to diſcard? ? 
| nſwer. You are to diſcard the King, Se- 
ven, Eight, and Nine of Clubs, and the Nine 
of Spa ; by which means you do not only 
go for three Suits, but you have the ſame 
Chance for taking in the fourth Queen, as 
vou would have to take in the Ace of Clubs: 
| Beſides, the Probability of winning the Cards 
„ greatly in your Favour, by this Method of 
diſcarding. „ ER En ne 
- 4 VI. 83 


© Suppoſe ou bave.abo Ones Ten, Nine 
Eight, — .of Clubs; the Knave and 

Ten of Diamonds; the King, Queen; and 
Knave of Hearts, with the Ace and Nine of 


Query. How are you to diſ card? 

_ "Anſwer. You are to diſcard the five Clubs; 
«becauſe it is three to one that you do not take 
in the Knave of Clubs, and the carrying three 
entire Suits gives you a fairer Chance to ſcore 
more Points. N 

| 1 


- Suppoſe vou have the Ace, Queen, and 
Knave of Clubs; the King, Queen, and 
Knave of Diamonds; N and Knave 
of Hearts, with the Ten, Nine, Eight, and 
Seven of Spades. , 
uety. How are you to diſcard? d? 
1nſwer. You are to diſcard the Ace of Clubs 
and the four Spades, becauſe it is only * to 
, our 


1 
33 
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four but that you take in a Queen or a Knave; 
it is alſo about three to two that you take in 
an Ace: You have alſo three Cards to your 
Terce.to a King to take in, viz.. the Ace and 
Ten, or the Ten and Nine, to make you a 
Quint; all which Circumſtances conſidered, 
You have a fair Probability of making a great 
Game; whereas, if you ſhould leave a Card, 
by throwing out the four Spades only, vou 
Fun the Riſk of leaving one of the followin 
Cards, ,viz. the King of Clubs, the Ace o 
Diamonds, the Ace, Queen, or Knave of 
Spades; in any of which Caſes you would 
probably loſe more Points than by throwing 
out the Ace of Clubs; and if you ſhould carry 
two Suits, viæ. three Clubs, three Diamonds, 
and the Queen of Hearts, you run the riſk of. 
utting out fourteen Points; and it is only 
ihe to four againſt your taking:in a Queen or 
a Knave, and therefore you would diſcard to 
a. great Diſadvantage. {Fad 


VIII. 


Suppoſe you have the King, Queen, and 
Ten of a Suit, and that — 1rd has 
the Ace, Knave, and onè ſmall Card of that 
Suit; and that you have only thoſe three 
Cards left, and you are to make three Points 
of them. Wha © 1 A PIs 

_ <<#ery. What Card are you to play 
- Anſwer, You are to play the Len. 


„ of 
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IX. 


Suppoſe you have the Ace, Queen, Ten, 
and Nine of Clubs; alſo the King, Queen, 
Ten, and Nine of Diamonds. 
Query. Which of theſe Suits are you to 
earry, in order to have the faireſt Probability. 
of ſcoring 8 Number of Points. 
Anſwer. You are to carry the King, N 
Ten, and Nine of Diamonds, becauſe the 
Chance of taking in the Ace of Diamonds is 
exactly equal to that of taking in the King of 
Clubs; and alfo the Chance of taking in the 
Knave of Diamonds is 7 that of taking 
in the Knave of Clubs; by which Manner of 
diſcarding, you have a Probability of ſcoring 
fifteen Points for your „ 2 in Diamonds, 
inſtead of four Points for the Quart in Clubs, 
and the Chance for winning the Cards is bet- . 
ter, becauſe by taking in the Ace of Diamonds 
you have ſeven Tricks certain, which cannot 
happen by taking in the King of Clubs. 


| e Poe hoped four Aces and.two Ki 
dealt you Younger-hand, in order to capot 


the 


Elder-hand, you are to make a deep Diſcard, 
ſuch as the Queen, Fen, and Eight of a Suit; 
by which Means, if you happen not to take in 
any Card to ſuch Suit, you may probably ca- 


XI. 


pot the Adverſary. 


7 
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XI. 


. _ - Suppoſe Elder-hand, that you have the 
Ace, Queen, Seven, Eight, and Nine of 
Clubs; alſo the Ace, Knave, Seven, Eight, 
and Nine of Diamond. | 
Query. Which Suit are you to carry, in 
order to make the moſt Point? 
.” Anfwer. You are to carry the Ace, Knave, 
Seven, Eight, and Nine. of Diamonds, be- 
- cauſe the taking in the King of Diamonds is 
equal to the taking in of the King of Clubs, 
and ce ee a8 ge for winning the 
Cards; but you have the Chance of taking in 
the Ten of Diamonds to make you fifteen 
Points, which Event e taking 
in any one certain Card in Clubs, : 


Suppoſe, Elder-hand, that you have the 
Ace, Queen, Seven, Eight, and Ten of 
Clubs; alſo the Ace, Knave, Seven, Eight, 

and Ten of Diamonds. 5 

Query. Which Suit is beſt to carry ? 
Anſiuer. You are to 3 Ace, Knave, 
Seven, Eight, and Ten of Diamonds, becauſe 
the Chance of taking in the King of Dia- 
mond sis equal to the Chance of taking ãn the 
King of Clubs, and conſequently as good for 
-winning: the Cards; but you have an addi- 
tional Chance of taking in the Nine of Dia- 
monds to make you teen Points, which 
22 vent 
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Event cannot happen by taking in one certain 


Card in Clubs. ; 
| XIII. 


Suppoſe you have the Ace, Queen, Ten, 
and two more of a Suit; alſo the Ace, Queen, 
and Ten of another Suit only.. And let us 
ſuppoſe, that your Adverſary has ſhewn vx 
Cards for his Point ; ſuppoſe the Ace, Queen, 
and four ſmall ones, . and ſuppoſe you are 
1 in that Suit; as ſoon as you have th 

ead, you are to play from the Suit of which 
you have the Rd in Number, becauſe if he 
is guarded in that Suit, he is probably un- 
guarded in the other Suit; but ſhould you be- 
gin with the Suit of which you have the moſt 
in Number, if he happens to be guarded there, 

you have then no Chince to win the Cards; 
Which may prove otherwiſe, if you begin with 
the Suit of which you have the feweſt in 
Number. If he is guarded in both Suits, you 
have no Chance to win the Cards. 


CHAP. III. 
Some CompUTATIONs, directing, with moral 
Certainty, how to diſcard wel any Hand. 

| 1 ap a 


| T*® E Chance of an Elder-hand's taking 
In one certain Card is three. to one 
againſt „„ 11930468 1 
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I. 
That of his taking two certain Cards is 18 
0 I againſt him. 


| III. 
1 MG” 3 what are the Odds that an 


Elder-hand takes in four Aces ? 
| againſthim. for fins 


2 That he takes 908 to 1 


| n4 Aces is | 
At leaf 3 of them is about 93 to: x 
2 of them OO, ET 
ł1ꝛ of them e A ts . 


IV. 


If an Elder-hand has one Ace dealt him, 
what are the Odds that he takes in the other 


three ? 
Arr . 1 g 1 83 for him. 
nſwer. e takes. : 
in the 3 Aces F 
At leaſt 2 of them about 6 to 1 
1 of them . 


nl 7 77 © 
If an Elder-hand has two Aces dealt him, 
What are the Odds that he takes in the other 


two? 
4 77 That h tak againſt him. for him. 
Ter. t he es in . 12 
r is 1 18, ta, 
t leaſt x of them is near 5 __ . . 
to 4 againſt him, or * 21 6. at 
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5 . Rn 
In cafe the Elder-hand has two Aces and: 


two Kings dealt him, what are the Odds that. 
he takes 1n either the two Aces or two Kings 


remaining ? 2 
| againſt him, for him. 
Anſwer. It is about = = 17 to 2 


| „ | 

Elder-hand having neither Ace nor King 

dealt him, what is his Chance to take in both 
an Ace and a King in 2, 3, 4, or $ Cards * 

againſt im. for him. 

Anſwer, In 2 Cards is about 11 to 1 

. In 3 Cards 4 to 1 

In 4 Cards 9 to 5 

In 5 Cards - - 33 ts 3 


VIII. 


What are the Odds that a Vounger- hand 
takes in two certain Cards? 


| againſt him. for him. 
Anſwer, —— — 62 to 1 
What are the Odds that a Vounger-hand 
takes in three certain Cards? „ 
we! | againſt him. for bim. 
Auſiber. — 1139 to 1 
55 | 8 
The Vounger-hand having no Ace dealt 
him, what Chance has he for his taking one ? 
;  . againſt him, for him. 
' Anſwer, It is — — 28 to 29 
| X. 
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b 5 

If the Younger-hand has one Ace dealt 
him, what are the Odds of his taking in one or 
two cf the three remaining Aces? 


T againſt him. for him. 
An ſiber. That he takes in 0 1 | 
do of them is about g 2 » 
At leaſt one of them — — 3 t-o 2 
What are the Odds that the Younger-hand 
takes in one certain Card ? | „ 

; Ea > weadft Tiff. © Tor Hitt. 
Anſwer, That he does not | | 
take it in is , e 
What is the Odds of a Quart-Blanch? 
I 3 AAgainſt him. for him. 


Anſer.— — 1791 to 1 


5 CHAP. IV. 


An EXPLANATION and APPLICATION of the 
| foregaing CALCULATIONS. 


— * 


As by the firſt Calculation it is three to 
; one, that, being Elder hand, you do not 


take in one certain Card; you have, there- 
fore, a better Chance of advancing your 
Same, by carrying two Suits for Points and 
the Cards, than by aiming at Quatorze of 
Queens, Knaves, or Tens. ai 


* 
. 4 - 
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Second Calculation; to take in two certain 
Cards, Elder-hand, is eighteen to one againſt 


- 


vou. fel 3 5 
* herefore ſuppoſe you have a Quart Major, 
and two other Aces dealt you, the Odds that 
you do not take in the Ten to your Quart- 
Major, and the other Ace, is eighteen to one 
againſt you; but that you take in one of them, 
is only twenty-one to ſeventeen againft you. 
And ſuppoſe you have three Aces and three 
Kings dealt you, the Odds are eighteen to one 
againſt your taking in the other Ace and the 
other King; yet it is not much above five to 
four, but that you take in one of them. This 
Example ſnews, how you axe to diſcard in 
Caſes of the like Natufe. - ; 


oy, WELD OE ! | 1 
The Odds in taking in four certain Cards, 
as four Aces, c. being nine hundred and 
ſixty- eight to one by the third Calculation, is 
ſo great a Chance of not ſucceeding, that it is 

ſcarce worth further Notice. | We, 
But to take in three Cards out of any feur 
certain Cards, Elder-hand, is only thirty= | 
three to one againſt you. „„ 
„ EXAMPLE. j | 
Suppoſe you have two Aces and two Kings 
dealt you, the Odds of taking in three of them 
out ef four certain Cards, ſuch as two wa 

1 1 


— 
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and one Ace, or two Aces and a King, are 


only thirty-three to one againſt you. 
| But ſuppoſe you ſhould want to take in any 


two out of four certain Cards, ſuch as the 
Queen of Clubs, the Ten of Diamonds, the 


Ace of Spades, and Knave of Hearts, being 


Elder-hand, it appears by the Calculation to 


be three to one againſt you; and the Odds 


are the ſame for any two out of four certain 


ards 


ardsS. | Fo ; : : 
But if, being Elder-hand, you only want 
one Card out of four, the Odds are five to two 


in your Favour that you take it in. There- 
Fore, if you have four Tens, or any inferior 
Quatorze dealt you, and no Ace, it is great 
Odds in your Favour, that, being Elder-hand, 
you take in one Ace, and ought to play your 


Game accordingly. But you muſt always 


conſider the Diſadvantage either of loſing the 

Cards, or run the Riſk of a Capot, which you 

run the Hazard of, by ſpoiling. your Hand, 

with keeping four Tens when they are not 

good. | Fg y 
| IV. 8 


By the fourth Calculation if you have one 


Ace dealt you, it is one hundred and thirteen 

to one, that you do not take in the three 
others; forty-nine to eight, or about ſix to 
one, that you do not take in two out of the 
three; but that you take in one out of the 
three, is about three to two in your Favour, or 
one hundred and thirty- ſeven to . 


BOK mea A Gd os 
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As for EXAMPLE. * 


Fou have a —_— from a King, and two 
Kings more dealt you; as it is three to two 
that you take in either Ace or Nine to your 
Quart to the King, or the fourth King, as 


* 


fteen Points by this Method of diſcarding, 


you ought to play accordingly : And this Me- 
thod ſhews you how to play any Hand of the 


like Sort. 


But if you ſhould diſcard, with an Expec- 


tation of taking in two Cards out of three 
<ertain Cards, the Odds againſt fuch an Event 
being above ſix to one; your Game muſt in- 


deed be very deſperate, if you attempt to diſ- 
card to that Purpoſe, he Chance af taking 


in three certain Cards, being one hundred and 


thirteen to one, is a very diſtant Chance; yet 
even ſuch dees happen ſometimes, but ought 
never to be ventured upon, but when a Man 
has no other Reſource in the Game. 


V. 


The fifth Calculation is, that if you have 


two Aces dealt you, it is eighteen to one that 
you do not take in the two other Aces; but 
only ſeventeen to twenty-one that you take in 
one of them. Let us illuſtrate the Uſe of this 
* Example; ſuppoſe you have a Quart. 
Major dealt you, and: a Quart to a King, and 
= 4 are greatly behind your Adverſary in 
e 


ame: To take in the Ten to your 


* Quart 


Jou have the Chance of reckoning fourteen or ' 
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Quart- Major is three to one againſt you; but 
to take in che Ace or Nine to your Quart te 

the King, is only about five to four againſt 
. | 

a Alfo, by the ſame Rule, ſuppoſe you have 


three Kings and three Queens dealt you, the 


— 


Queen, are eighteen to one againſt you; but 
that of y i 
to four againſt you. 


diſcarded by this Method of Calculation. 


to two that you do not take in two certain 
Cards out of four, ſuch as two Kings, two 
neens, c. Lou muſt not, therefore, con- 


the Odds are not aboye three to one that you 


— 


take in two Cards out of the four. 

1 55 VII. 2 f 
Having neither an Ace nor a King dealt 
you, what are the Odds of your taking in both 


orin fe m ͤ rh, 
Anſwer. To take in an Ace and a King. 
1 85 . 117 againſt you. for you. 
In 2 Cards is about — 11 to 1 
In 3 Cards — 2 414 1 
In 4 Cards — — 9: 0-8 
3 FF aged You, 


By 


Odds of your taking in both a King and a 
ur taking one of them, is only five 
All other Caſes of the like Nature may be 


As, by the ſixth Calculation, it is ſeventeen 


und this with the third Calculation, where 


an Ace and a King in two, in three, in four, 


t 
x 
0 


| fr 


PL, } 
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You may obſerve, by the foregoing Calcu- 
lation, what are the Odds of taking in two, 
three, four, or five Cards, out of any eight 


certain Cards, and conſequently diſcard ts 
the greateſt Advantage. | 


Ihe foregoing Calculation is either for the 
Elder or Vounger- hand. | 


EXAMPLE. 


Let us ſuppoſe the Vounger-hand to have 
two Quatorze againſt him, he may obſerve, 


that it is not above four to one but that he 
* takes in one of each of them. The like Rule 


may ſerve for any other eight certain Cards. 


VIII. 
As by the eighth Calculation it is ſixty-twe 
to one, that the Yonnger-hand does not take 
in two certain Cards, which Event happen- 
ing, he ought not therefore to run the Hazard 
af ſo great a Chance, but when his Game is 
deſperate, and does not promiſe him another 


eal. 
+5} + -.+ 6 Ws | 
By the ninth Calculation, as it is twenty- 
nine to twenty-eight that the Younger-hand 
takes in one Ace, having none dealt him: 


The Calculation is the ſame for any Card out 
of four certain Cards. | 8 


As for EXAMPLE. 


Suppoſe you have two Fuarts dealt you 
from the King or Corey of any Suit, it is the 


ſame 
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ſame Odds of twenty- nine to twenty, eight, 
but that you take in a Card to make one of 
them a Quint, and therefore you are to diſcard 
accordingly. | | 

As alſo, that you take in either Ace, King, 

Queen, Knave, of any one Suit, when a 
Pique or a Repique is againſt you. 
i | X. , 

"The tenth Calculation is, that if the 
Younger-hand has one Ace dealt him, it is 
twenty-one to one that he does not take in 
twoAces, and about three to two that he does 


not take in one of them; which Calculation 
holds good in the taking in any thee other 
certain Cards. Therefore, for Example, let 


us ſuppoſe, that as it is but three to two againſt 
| 1 — taking one Card 5 of 
three to ſave a Pique, or a 8 it would 
generally be reckoned good Play, either to 
throw one from his Point, or diſcard a King, 
Oc. for the Event of ſuch a Chance. 
By the eleventh Calculation it is ſeventeen 
To three, Younger-hand, againſt your taking 
in any one certain Card; therefore, the Odds | -. 
of not ſucceeding in this Caſe are fo greatly a 
againſt you, that it ought not to be attempted, ; 
eſpecially if the winning or ſaving the Cards 
is riſked by ſo doing, except in deſperate 


Caſes, 
| CHAP, 


T_T. -. 


0 nr 


9 8 
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CN ATV 
Css: f CunosiTY and INSTRUCTION. 
I. 


GUPPOSE y you are Youn 1 and 


that you have the Queen, Knave, Sever, 
Eight, and Nine of Clubs; alſo the Seven, 
Eight of Diamonds, the Seven of Hearts, and 
the Ten, Nine, Eight, and Seven of Spades 


and that the Elder-Band has left a Card. 


Joy. How are you to diſcard, to put it 
in the Power of the Cards to repique the 
Elder-hand ? 

Fa 96 wer, You are to carry the five Clubs and 
the four Spades, and to leave a Card; and b 


taking in the Ace, King, and Ten of Clubs, 


you repique your RM 


Suppoſe you have ei ph Clubs, the Ace * | 

ing of Diamonds, the Ace of Hearts, and 
the Ace of Spades : 

— Whether you repique the Younger- 
hand, or not? | 

Anſ wer. The Younger-hand may have 2 


| Quay nn Blanche, by having three Quarts frem 


en, which reckons fun and therefore he 
18 not repiqued. | —_— | 
* 


What is the higheſt Number to be made of 
H2 &nfiver, 


2 Pique. 
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Anſwer. Eighty-two Points. 

What are the Cards which compoſe that 
Number RFV 
' Anſwer. A Quart-Major in Clubs, a Quart- 
Major in Diamonds, Ace, King, and Ten of 
Hearts, with the Ace of Spades. 2 

This is only upon Suppoſition that the 
Quart- Major is good for every Thing. 


3 


What is the higheſt Number to be made of 
a Repique and Capot? Ents 
Anſwer. A hundred and ſeventy Points. 
What are the Cards which compoſe that 
Number ? | | 
Anſwer. The four Terce- Majors, which are 
ſuppoſed to be good for every Thing. 


V. 


Suppoſe you are Elder-hand, and that you 
want eight Points of the Game, and that the 
Vounger-hand wants twenty-three Points; 
and ſuppoſe you have dealt you the Ace, King, 
and Queen of Clubs, the Ace, King, and 
Ten of Diamonds; the Ace, Knave, and 


Nine of Hearts; the Knave, Nine, and Seven 
of Spades: 5 | 4 | 
Neg. How are you to diſcard, to prevent 
any Poſſibility of the Younger-hand's making 
twenty-three Points, and he is not to reckon 


Anſwer, 


a Puarte-Blanche. 
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Anſwer. You are to diſcard the King and 
Queen of Clubs, and the Knave, Nine, and 
Seven of Spades; by which Method of diſ- 
carding you are certain to make eight Points, 
before the Younger-hand can make twenty- 
three Points, wi 


Suppoſe you have the Ace, Queem, and 
K nave of Clubs, with the King and Ten of 
Diamonds; and ſuppoſe your Adverſary has 
the Ace, Queen, and Knave of Diamonds, 
and the King and Ten of Clubs, your Adver- 
ſary being to lead, is to make five Points, or 
to loſe the Game. 

very. How ſhall you play to prevent him 


from making of five Points? 


Anſeber. When 1 his Ace of Clubs, 
ou are to play your King of Clubs; by which 
Means he can make only four Points. 


VII. 


A and B play a Partie at Piquet. 
IThey are one Game each of the Partie. 
A has it in his Power to win the ſecond 


Game; but then he is Younger-hand at the 


Beginning of the next Game. 


has it alſo in his Power to reckon only 


ninety-nine Points of the ſecond Game, and 
B is to be ſeventy : IT 

Query. Whether it is A's Intereſt to win 
the ſecond Game, or not? 


Heg Anſwer. 


4 — — 


| 

| 

a 
| 
hi 
b 
| 
1 
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Anſio r. It is 4's Intereſt to win the ſecond. 


Game, in the Proportion of fourteen to thir- 
| teen in his 4 avour, 


CHAP. VI. 


Some COMPUTATIONS for 2 K. Money 4 
: the Gam? of PI UE 


. 

T is * to wh that the Elde-band 1 wins 
the 1 

II. 


It i is mans wo to one that the 3 
does oy lurch the Younger-hand. 


Te is near four to one that the Vounger- 
hand does not lurch the Elder-ha hand. 


Suppoſe A and B made à Partie at beds: 


J. 
+ has: the Hand; what's the Odds that 4 


wins the Partie? 
Anſwer. It 1 is about birenty-theewts twenty. 


If A has one Game, and Bone Game, he 
who is Eldeſt-hand has a hve to "TO to. 


win the Partie, 
* II. 
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III. 
If 4 has two Games Love before they cut 
for the Deal, the Odds are above four to one 
that he wins the Partie. 


| Gf 4s | 5 

If A has two Games Love, and 4 has the 
Hand, the Odds are about five to one Fo he 
wins the Partie. 


If B has the Hand EE TIER A is two Love, 
the Odds in favour of 4 are abaut three and 
a half to one. wy 


If 4 has two Games, and B one, before- 


they cut, the Odds in favour * * are e 
two to one. ver - 


If A has the Hand, and two Games to 2 


| the Odds are about eleven to four. 


„„ 
If B has the Hand, when A is two: Games, 


to one, the Odds in n favour of A is about nine. - 


to five. +4 


IX. 


If A is one 88 Love, and Elder hand, 
In Odds in- fayour of A is about, ſeyenteen to 
VER... 


B 5 k _ 


* - N — 3 4 * — 4 
Ys nt. ̃ a — —d— 
— — 


© 2 
— _—_ 1 2 i * . 
= * 5 * 3 MENG 2 3 1 4 
2 22 — d 4 - B Kh 
* — adb—Lo. FA 
8 * — —ů 
2 5 8 wy & 8 
* 


he loſes the Game. 


nn ee * 
* . 7 
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"4 


If A is one Game Love, and Younger- 


Hand, the Odds in favour of 4 is about two 


to One. | 
„% - 3. Jon 
Laws of the Game t PIQUET. 
1 


Punx Elder-hand is obliged to lay out 


one Card. 
If the Elder-hand takes in one of the three 
Cards which belongs to the Younger-hand, 


28 eh 4 pbke i: "tf; a b 
If the Elder-hand, in taking his five Cards, 


ſhould happen to turn up a Card belonging to 
the Younger-hand, he is to reckon nothing 


that Deal. 
| IV. 


If the Elder or Younger-hand play with _ 
thirteen Cards, he counts nothing. TY 


If the Elder-hand has thirteen Cards dealt 
him, it is in his Option whether he will ſtand 
the Deal or not; and if he chuſes to ſtand the 


Deal, he is to diſcover it, and to diſcard five 


Cards, and to take in four only. 


* 


1 
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VI. 
If the Elder or Younger-hand reckons what 
they have not, they count nothing. 


| VII. 
If the Elder- hand touches the Stock after he 
has diſcarded, he cannot alter his Diſcard. 


crocs 1 WE; , Nee 
If a Card is faced, and it happens to be 
diſcovered either in the dealing, or in the 
Stock, there muſt be a new Deal, unleſs it be 
the bottom Card. L ie Vas 


If the Dealer turns up a Card in dealing, 
belonging to the Elder-hand, it is in the Op- 


P32. 


tion of the Elder-hand to have a new Deal. 


If the Younger-hand takes in five Cards, it 
is the Loſs of the Game, unleſs the Elder- 


hand has left two Cards. 


| ES ff. 
If the Elder-hand calls forty-one for his 


Point, which happens to be a Puart-Majur, 
and it is al lowed to be good, and only reckons © 
four for it, and plays away, in this Caſe he 


1s not intitled to count more. 


"T's . 


y 
= 
Ft 

1 
4 
1 
1 
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If the Elder-hand ſhews a Point, or Quart, 
er Te ce, and aſks if they are good, and after- 
wards forgets to reckon any of them, it bars 
the Younger-hand- from reckoning any of 
equal Value. E 


Quarte- Blanche counts firſt, and conſe- 
quently ſaves Piques and Repiques: It alſo 
piques and repiques the Adverſary in the 
ſame Manner, as if thoſe Points were reckoned 
in any other Way. o ot 


r + bas”) XIV. "I LT MF WH) 
eee Blanche reckons, before: any, Thing 


elſe; but necd not be ſhewn: till the Adverſary: | 


has firſt diſcarded ; only if you are Eldeſt- 
hand, you mult bid the Vounger-hand to dif- 
eard-for- Qꝝarte- Blanche; which, after he has 


done, youThew your Blanche by counting your | 


Cards down one after another... | 


Ton are to cut two Cards at the leaſt, 

If you call a Point, and do not ſhew: it, you 

5 reckon nothing for it; and the Vounger- hand 
may ſhew, and reckon his Point. 


4 4 3 
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XVIE 
| with eleven N or an 
no „ele end it. | : 
XVIII. 
If the i bond leaves a Card, a after 


he has taken,in, he happens to put to his Diſ- 
eard the four Cards en in, they muſt re- 
main with is Diſcard, and he only play with 
eight Cards, viz. thoſe added.t to his Diſcard. 


XIX. 


16 the Vounger-hand leaves a Card or Cards, 
and mixes it with his Diſcard before he has 


ſhewn it to the Elder-hand, whois firſt to tell be | 


him what he will play the Elder-hand i is in 
titled to. ſee his whole Diſcard. "aid 


 - 


If the Vonngen band leaves 2 Card 23 
and does not ſee them, nor mixes them to his 
Diſcard, the Eldeſt- hand has no Right to ſee 
them; but then they W remain N 
whilſt the Cards are playing, and the Younger-- 
hand cannot look. at r the neither all 5 
while. 

XXI. 
If the Younger-hand leaves a Card or Cards, 
and looks at them, the Elder-hand is intitled: 
to ſee them, firſt declaring waat Suit he will 


lead. 


* 
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XXII. 


If the Dealer deals a Card too many, or too 
few, it is in the Option of the Elder-hand 
to have. a new Deal; but if he ſtands the 
Deal, he muſt leave three Cards for the 


Youn -hand. 
WY | XXIII. 


24 You are, in the firſt Place, to call your 
Point; and if you have two Pomits, if you 
| deſign to Nel the higheſt, you are to call 
that firſt, and are to abide by a firſt Call. 


Shak: ; ©0517 
: ow ae are FA call your Terces, Darts, Cinguet, | 
ec next; and to call the higheſt of arg in 
| cafe you deſign t to > reckon them. „ 


XXV. 


You are to call a Qnatorze, preferable to 
tires Aces, &c. if you deſign to «mp TA 


05 9-02 , 


os 1/101. EV. 
I y. you call a Terce, having a Quart in your 5 
Hand, you mult abide "7 your firſt Call. 


75-3 8 - 
s. l * 


_ 


— 
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SOME 

RuLtzs and OBSsERVATIONSG 
„„ YO : 

Playing well at CHESS. fn 


7 


— 


| EL 

OU ought to move your Pawns before 
| you ſtir your Pieces, and afterwards+to 
bring out your Pieces to ſupport them; there- 
fore the Kings, Queens, and Biſhops Pawns 
ſhould be the firſt played, in order to open 
your Game welt. | 0 
Vou are not, therefore, to play out any of 
your Pieces early in the Game, becauſe you 
thereby loſe Moves, in cafe your Adverſary 
has it in his Power, by playing a Pawn upon 
them, to make them retire, — alſo opens his 
Game at the ſame Time; eſpecially avoid 

playing your Queen out, till your Game is 
tolerably well opened. = 8 


, en, 
Avoid giving uſeleſs Checks, and never give 


any, unleſs you thereby gain ſome Advantage, 
” becauſe 


% 


158 RuLEs and OBSERVATIONS: 


becaufe you may loſe the Move if he can 
either take or drive your Piece away. 


Pe IV.. Fes 40 TY 
Neuer crowd your Game by having tow 
many Pieces together, for fear of choaking up: 
your Paſſage, ſo as to hinder your advancing. 
or retreating your Men as Occaſion may re- 


quire. Ws 

II your Game happens to be crowded, en⸗ 
deavour to free it by making Exchanges of 
Pieces or Pawns, and caſtle your King as ſoow- 


* 


as you conveniently can. 


Endeavour to crowd the Adyerſary's Game, 
which is to be done thus: when he plays out 
his Pieces before he does his Pawn, you are 

to attack them as ſoon as you can with your 
Pawns, by which you may make him loſe. 
Moves, and conſequenthy crowd him. 


Never attack the Adverſary's King without 
a ſufficient Force; and if he attacks your 
King, and you have it not in your Power to 
attack his, you are to offer Exchanges with 
him; and if he retires, when you preſent a. 
Piece to exchange, he may loſe a Move, and 


confeqi ently ou gain an Advantage. 
5 # 
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Play your Men in 5 good Guard of one: 
another, that if ay an you advance be 
taken, the adverſe Piece may alfo be taken by 
that which guarded: yours; and for this Pur- 

e, be ſure to havè as Guards to your 
iece, as you ſee your Adverſary advances 
Pieces upon it; and if you can, let them be of 
leſs Value than thoſe he aſſails with. If you 
find that you can't well ſupport your Piece, 
ſee if by attacking one of his that is better, 
or as good, whether you can't thereby ſave 
yours. "7 315 - 


Never make an Attack but when well pre- 
pared for it, nor give uſeleſs Checks, for. 
thereby you open yourAdverſary's.Game, and 
make him ready prepared to pour in a ſtrong _ 
Attack upon you, as ſoon as your weak one 

is over. = * Gy 


Never plaꝝ any Man' till you have examined! 
whether Jou are free from Danger by. your 
Adverſary's laſt Move; nor affer to attack till 
you have conſidered what Harm he would be 
able to do you by his next Moves, in Conſe- 
Wo of yours, that you may: prevent. his: 
26figas, if hurtful, before it be too late. | 


* 
= a 
1 
, 
F . 
5 
. 
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3 "+ Mo ir | 
When your Attack is in a proſperous Way, 
never be Fretced from purſuing your Scheme 
lit poſſible) on to giving him Mate, by taking 
any Piece, or other Advantage, your Adver- 
ſary may patpoiety throw in your . with 
the Intent, that by your taking that Bait, he 
5 gain a Move that would make your 
eſign miſcarry. . | 
A phe TR Hi 3 
When you are purſuing a well laid Attack, 
but find it neceſlary to force your Way through 
your Adverſary's Defence, with the Loſs of 
ſome Pieces; if, upon counting as many 
Moves forward as you can, you find a Pro- 
ſpect of Succeſs, ruſh on boldly, and ſacrifice 
a Piece or two to gain your End: Theſe bold 
Attempts make the fineſt Games. 


5 6353 | 
Never let your Queen ſtand fo before your 
King, as that your Adverſary, by bringing a 
Rook or a Biſhop, might check your King if 
ſhe were not there, for you might hardly 
chance to ſave her. 2 
Let not your Adverſary's Knight (eſpecially 


if duly guarded) come to check your King 
2 or your King and Rook, or your 


Queen and Rook, or your two Rooks, wn 
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kame Time; for in the two firſt Cafes, the 
King being forced to go out of Check, the 
Queen or the Rook muſt be loſt; and in the 


two laſt Caſes, a Rook mult be loſ, at beſt, 


for a worfe Piece. 
* | b 4 i 


Take care that no guarded Pawn of your 


Adverſary's fork two of your Pieces, 


XVI. 


When the Kings have caſtled on different 


Sides of the Board, the Adverſary muſt ad- 
vance upon the other King the Pawns he has 
on that Side of the Board, taking care to 


bring his Pieces, eſpecially his Queen and 
Ro s | Ys that 
has caſtled, is not to ſtir his three Pawns till 


Rooks, to ſupport them ; and the 
forced to it. # 
XVII, 


In playing the Game, endeavour to have a 


Move, as it were in Ambuſcade ; what is 
meant by it, is to place the Queen, Biſhop, 


or Rook behind a Pawn, or a Piece in ſuch a 


Manner, as that upon Playing that Pawn, or 


Piece, you diſcover a Check upon your Ad- 
verſary's King, and conſequently may often 


get a Piece, or ſome other Advantage by it. 
| XVIII. 


Never guard an inferior Piece with a better, 
if you can do it with a Pawn, «becauſe that 
Fu 5 better 


CT TE ͤũ il —VL— eee HH up pm 4s 
* 
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better Piece may in that Caſe be, as it were, 
out of Play; for the fame Reaſon, you ought 
not to guard a Pawn with a Piece, it you have 
it in your Power to guard it with a Pawn. 


A Pawn Tae and well ſupported, often 


coſts the A 


gained a Pawn, or any other Advantage, and 
are not in Danger of loſing the Move there- 


by, make as frequent Exchanges of Pieces as 


you can. 


XX. 


If you have three Pawns each upon the- 
and no Fang.” and you have one of 
I 


Board, | 
your Pawns on one Side of the Board, and 


the other two on the other Side, and your 
Adverſary's three Pawns are oppoſite to our 


two Pawns, march with your King, as ſoon as 


you can to take his Pawns; and if he goes 
with his King to ſupport them, go on to 
Queen with your ſingle Pawn ; and if he goes 

to hinder him, take his Pawns, and pufſi the 
others to Queen. This ſnews the Advantage. 


of a paſs'd Pawn. 


8 XXI. | 

At the latter End of a Game, each Party 
having only three or four Pawns on different 
Sides of the Board, the Kings are to endea- 
vour'to gain the Move, in order to K* the 
: Ame. 


verſary a Piece. And if you play 


to win the Game only, whenever you have 
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Game. For Example; if you bring your King 
oppoſite to your Adverſary's King, with only 
one Houſe between you, you wlll hve gain'd 
the Move. | | e 
1  XXB;- 

When your Adverſ:ry has his King and 
one Pawn on the Board, and you have your 
King only, you will never loſe that Game, if 
you can bring your King to be oppoitte ta. 
your Adverfary's, when he is immediately ei- 


ther before, or on one Side of his Pawn, and 


there is only one Houſe between the Kings. 


| XXIII. : 

When your Adverfary has a Biſhop and 
one Pawn on the Rook's Line, and his Biſhop 
is not of the Colour that commands the Cor- 
ner-houfe his Pawn is going to, and you have 
only your King, if you- can get into that 
Corner you can't lofe that Game, but may 
win it by a Stale. 


| XXIV. 

When you have greatly the Diſadvantage- 
of the Game, having onlj your Queen left in 
Play, and your King happens to be in the 
Poſition of Stale-Mate, keep giving Check toi 
your Adverſary's King, always taking care 

not to check him where he can interpoſe any 
of his Pieces that makes the Stale ; > doing,. 

you will at laſt force him to take your Qenn, 


— . —ñä 
1 8 
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and then you win the Game, by being in a 


Stale-Mate. | 
| XXV. . 

Never cover a Check with a Piece that a 

Pawn puſh'd upon it may take, for fear of 

only getting that Pawn for it. 7 


XXVI. 


Always take care that your Adverſary's 
King has a Move, for fear of giving a Stale- 
Mate; therefore don't crowd him up with 
your Pieces, leſt you inadvertently give one. 


Explanations and Applications of ſome of the 
© foregoing RULES and OBSERVATIONS. 


W HETHER ou pay the open Game, 
| or the cloſe Game, be ſure you bring 


out all your Pieces into Play before you begin 


to attack; for if you don't, and your Adver- 
ſary does, you will always attack, or be at- 


tack'd, at a great Diſadvantage : This is fo 


eltential, that you had better forego an Ad- 
vantage than deviate from it; and I may ven- 
ture to pronounce, that no Perſon can ever 
play well at this Game, that does not put this 

ule ſtrictly in Practice; and don't let any 


Body imagine, that theſe preparatory Moyes 


are uſeleſs, becauſe he does not receive an 
immediate Advantage from them; they are juſt 


as neceſlary, as it is at Whilſt to deal thirteen 


Cards 
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Cards round before you begin to play. In 
order to bring out your Pieces properly, I 
would adviſe to puſh on your Pawns firſt; and 
ſupport them with your Pieces ; and you will 
receive this Advantage from it, that your 
Game won't be crowded: I mean by this, 
that all your Pieces will be at Liberty to play 
and aſt each other, and ſo co-operate to- 
wards obtaining your End: And this farther 
is to be obſerved, that either in your Attack, 


or Defence, you bring them out ſo as not to 


be drove back again. 
PD Ron 5 ears) Pt oth, 
When you have brought dut all your Pieces, 


as I have premiſed, which you will have done 
very well, eſpecially if you have your Choice 


on Which Side to caſtle (which I would al- 


ways adviſe to do) I would then pauſe awhile, 

and conſider e i my own and my Ad- 
verſary's Game, and from his Situation, and 
obſerving where he is weakeſt, I would not 
only take my Reſolution where to caſtle, but 
| likewiſe where to begin my Attack; and it 
ſtands to Reaſon, you can't do it in a better 
Place than where you are ſtrongeſt, and your 
Enemy weakeſt. By this Method, *tis very 
probable that you will be able to break through 
your Adverſary's Game, in which Fray ſome 
. Probes muſt of Courſe be exchanged. But 
now pauſe again, and ſurvey both Games at- 


tentively, and don't let your Impetuoſity hurry 


you on too far with this firſt Succeſs ; and my 


Advice 


— - ——— ⁵ͤA—F:mnnʃ — — — 


L ſtrong) is to rally your 
put t 
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Advice to you now in this critical Juncture 
(eſpecially if you ſtill find 770 Adverſary 

te Men again, and 
em in good Order for a ſecond or third 


Attack, if needful, ſtill keeping your Men 


cloſe and connected together, ſo as to be of 


Uſe to each other: For want of this Method, 
and a little Coolneſs, I have often ſeen an 
almoſt ſure Victory ſnatch'd out of a Player's 
Hands, and a total Overthrow enſue. But if, 
after all, you can't penetrate ſo far as to win 


the Game, nevertheleſs, by obſerving theſe 
Directions, I apprehend you may ſtill be very 
ſure of having a well-diſpoſed Game ; and this 
—— 1 me to the third Part of the Game, 
ic 1 3 


is the Concluſion. 
e 


Ban: Au ese that I am come to the laſt Period 


of the Game. which abounds alſo with Diffi- 


culties and Niceties, it muſt be obſerved. 
where your Pawns are ſtrongeſt, beſt con- 
. nected together, and neareſt to Queen; you 

- muſt likewiſe mind how your Adverſary's 
Pawns are diſpoſed, and in what Degree of 
Preferment they are; and compare theſe 
Things together, and if you find you can get 
to Queen before him, you muſt proceed with- 

. -out Fleſitation; if not, you muſt hurry. on 
with your King to prevent him: I ſpeak now, 
as ſuppoſing all the Noblemen are gone; if 
not, they are to attend your Pawns, and like- 


wiſe 
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wiſe to prevent your Adverſary from going to 


Queen. 


5 Home 1 RuLES, by May of Gor roboration 
and Supplement to what has been already ſaid, 


** 5 

ON' T be too much afraid of loſing a 
Rook for an inferior Piece: My Reaſon 
is this, although a Rook is better than any 
other, except the Queen, yet it ſeldom comes 
Into Play, ſo as to operate, until the End of 
the Game; and therefore it happens very 
often, that tis better to have a leſs good Piece 
in Play than a better out. | ; 


II. 

When you have moved a Piece, ſo that 
your Advetſary drives you away with a Pawn, 
take it for granted (generally ſpeaking) that 
it is a bad Move, your Enemy gaining that 
double Advantage over you of advancing him- 
© ſelf, and making you retire: I think this de- 
ſerves Attention; for although the firſt Move 

may not be much between equal and good 
Players, yet the Loſs of one or two more, 
after the Art, makes the Game almoſt irre- 
trievable. Alſo, if you defend and can re- 
' cover the Move, or the Attack, (for they 
Poth go together) you are in a fair Way of 

winning. . 


1 m. 


\ 
— . — 
_ 


* << 


* 
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4 


— 


III. 
If you make ſuch a Move as that, having 


Liberty to play again, you can make nothing 


of it, take it for granted it is an exceeding 
bad one; for at this nice Game no Move can 


be indifferent. | 
: : N IV. 


If your Game is ſuch, that you have ſcarce 
any Thing to play, *tis your own Fault, either 
for having brought out your Pieces wrong, 
or, which is worſe, not at all; for if you have 
brought them out right, you muſt have Va- 
riety enough to play. e 


Don't be too much afraid of doubling a 
Pawn, three Pawns together are Rong: ut 
four, that make a Square, with the Help of 


other Pieces well ene make an invincible 


Strength, and, probably, in Time of Need, 
may produce you a e On the other Side, 
two Pawns, with an Interval between, are no 
better than one; and if, imprudently, you 
ſhould have three over each other in a Line, 
our Game can't be in a worſe Situation: 
Kamine this on the Table, and the Truth 
of it will ſtrike you. Your Buſineſs, there- 
fore, is to keep your Pawns cloſe cemented 
and connected. together, and it muſt be great 
Strength on the other Side that muſt over- 
power them. | 
„„ VI 
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When a Piece is ſo attacked as that you | 
can't ſave it, give it up, and beſtov/ your 
Thoughts how to annoy your Enemy in ano- 
ther Place, whilſt he is taking it; for it very 
often happens, that whilſt your Adverſary is 
running madly after a Piece, you either get a 
Pawn: or two, or ſuch a Situation as ends in 
his Deſtruction. 2 | 
l VII. | 
Suppoſing your Queen and another Piece 
are attacked at the ſame Time, and that by 
removing your Queen you muſt loſe your 
Piece; in this Caſe, if you can get two Pieces 
in Exchange for your Queen, I would adviſe 
Jou rather to do it than retire; for obſerve, 
tis the Difference of three Pieces, which is 
more than the Worth of a Queen; beſides 
that you keep your Game entire, and preſerve 
your Situation, which very often is better than 
à Piece; nay, rather than retire, I would give 
my Queen for a Piece and a Pawn or two, nay, 
al moſt for what I can get; for do but obſerve, 
amongſt good Players, this one Thing, (to 
convince you this Advice is not bad} that 
when the Attack and Defence is thoroughly 
formed, and every Fhing prepared for the 
Storm, if he that plays firſt is obliged by the 
Act of the Perfon that defends to retire; it 
generally ends'in the Loſs of the Game of the - 
attacked Sido. ED : 
| 1 VIII. 


7 


7 8 3 * 
* 
+ . 
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: VIII. 
Don't aim at changing without Reaſon; tis 
fo far from being right, that a good Player 
will take this Advantage of it, that he will 


ſpoil your Situation and mend his own : But 


in theſe following Caſes tis quite right; when 
you are ſtrongeſt, eſpecially by a Piece, then 
every Time you change, your Advantage in- 
creaſes; this is ſo plain it needs no Argument. 
Again, when you have played a Piece, and 
your Adverſary oppoſes one to you, change 
Hiredly, for it 1s plain he wants to remove 


you ; prevent him, therefore, and don't loſe 


| the Move. | 
: . IX. — 


Every now and then I would have you caſt 
up your Game, and make the Balance, then 
* your Meaſures accordingly. 23:7 lh 


X. 


At the latter End of the Game eſpecially, 
remember your King is a capital Piece, and 
don't let him be idle; *tis by his Means, ge- 
nerally, you get the Move and the Victory. 
8 8 | . 

Obſerve this alſo, that as the Queen, Rook, 
and Biſhop operate at a Diſtance, *tis not 
always neceſſary in your Attack, to have them 
near your Adverſary's King ; they do better 
„ 1 5 


Fe Plot u HR SA „ oe 
at a Diſtance, can't be drove away, and pre- 
vent a Stale-Mate. 17 a 


When you have a Piece that you can take, 
and that can't eſcape you, don't be in a e 
ſee where you can make à good Move elſe 
where, and take it at your Leiſure, 


„ Get ih 20, IG AA | 
Tis not always right to take your Adver- 
fary's Pawn with your King, for very often it 
happens to be a Safe-guard and Protection to 
your King. N „ 


5 


WK 


When you can take a Man with different 
Pieces, don't do it with the firſt that occurs, 
but conſider thoroughly with which you had 
beſt take it. 3 


Laws CHESS. 
. 8 


N I. you touch your Man, you muſt play ity 
and if you quit it you cannot recall it. 


II 1 
If by Miſtake, or otherwiſe, you play a 
falſe Move, and your Adverſary takes no No- 
tice of it till he hath played his next Move, 
neither of you can recall it, 


11 III. 
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If you =. e your Men, and 22 two 


Moves, it lieth in your Adverſary's Power, or 
Choice, whether he will permit you to begin 


the Game, or not, 
If the Adverſary playeth or diſcovereth a 
Check to your King, and, gives, no- Notice of 
it, you may let him ſtand ſo till he gives No- 
tice, | p 
After your King has moved, you cannot 


End of the Gamits PIT h Ciizss» 
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On the GAME of 


BACK-GAMMON. 


CONTAINING 


A Tanrrzx of the thirty-ſix 

Chances, with Directions 
how to find out the Odds 
of being hit, upon ſingle, 
or double Dice. 

Rules whereby a Beginner 
may, with due Attention 
to them, attain playing it 
well. 

The ſeveral Stages for car - 
rying your Men home, in 


order to loſe no Point. ö 


How to find out who is for- 


wardeſt to win a Hit. 

Caſes ſtated for Back-games, 
with Directions how to. 
play for one. 

Caſes ſtated, how to know 
when you may have the 
better of ſaving a Gammon 
by running. 

Vatiety of Caſes of Curioſity 
and Inſtruction, 

The Laws of the Game. 


The SixrRH Epiriox. 


By EpmonD HoyvLe, Gent. 


* r * 


A SHORT: 
T NEU T 

On the GAME of 
BACK- GAMMON. 
Fr ® CHAP. I. PBFA 


ECAUSE it is neceſſary for a Learner 
to know, how many Points he ought to 
throw upon the two Dice, one. throw with 
another; we ſhall take the W Method 
to demonſtrate it. ; 


EXAMPLE. | 


8 1 Wh know how many Chances there are 


upon two Dice ? 
The Anſwer is thirty-ſix. | 
I would alſo know how many Points mw 


are upon the thirty- ſix Fhances: | 


ju 8 Tra! 7 12 
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The Anſwer to which take as follows: 


Viz. 5 OA 
2 Aces _ _ 4 

2 Deuces — — 8 
2 Trois — — 12 
2 Fours — — 16 
2 Fives — — . 20 
2 Sixes — — 24 
Gand 5 twice — — 22 
6 and 4 twice  — = 20 
6 and 3 twice — ,, — 18 

6 and 2 twice — — 16 
6 and 1 twice — — 14 
5 and 4 twice — — 18 
'F'ahd 3 twice | — — 16 
5 and 2 twice — — 14 
5 and 1 twace — . '— 12 
J Rs. 0 OS 
4 and 2 twice — — 12 
4 and 1 twice — — 10 
3 and . 1089 
3 and 1 twice — — 8 
2 and 1 twice — — 6 

Points. 


Divided by 36 J 298 ; ; 


6 
divided b ſolves the Queſtion ; by 
— * it 3 one throw with another 
you may expect to throw 8 upon two Dice. 


I would | 


a 
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I would know how many Chances there are 


upon 2 Dice ? 
The Anſwer is 36, which are as follows: 


2 Sixes 
2 Fives 
2 Fours 
2 Trois 
2 Deuces 
2 Aces 
6 and 5 twice 
6 and 4 twice 
6 and. 3 twice 
6 and 2 twice 
* 6 and 1 twice 
5 and 4. twice 
5 and 3 twice 
5 and 2 twice 
*.5 and I twice 
4 and 3 twice 
4 and 2 twice. 
* 4 and 1 twice 
3 and 2 twice 
* 3 and 1 twice. 
* 2 and I twice 


n 


rr We FAO oy oats Poe gp ny BE > 


FLELLLEFFILLEFLELEIVT | 
JELLLLYLILLLITEELLE I! 


3 


1 
Becauſe a Learner may be at a Loſs to ſind 

out by this Table of 36 Chances, what are the 

Odds of being hit, upon a certain, or flat Die, 


let him take the following Method. 
a 17. Ex: Mr 


\ 


* 
8 _ * - wo v 
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EXAMPLE. 


2 know the Odds of being hit upon an 
ce! 

Look in the Table, where you will find 
thus“ marked, | 


* 2 Aces — — by 
% — — 2 
* 5:.and 1 twice — 2 
77 2 
2 
TY HOC LOTT. 9 2 
Total 11 
Which deducted from 36 


The Remainder is 25 


By this Method it appears, that it is 25 to 
11 againſt hitting an Ace, upon a certain, or 


flat Die. 
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To explain farther to a Learner how to 
make Uſe of the Table of 36 Chances, when 
at a Loſs to find the Odds of being hit upon 
any certain, or flat Die, this ſecond Example 
is here added to ſhe how to find by that I — 
ble the Odds of being hit upon a 6. 


11 
T — 1 
2 Deuces — — I 
6 and 5 twiee — — 2 
6 and 4 twice — — 2 
6 and 3 twice — — 2 
6 and 2 twice. — — 2 
6 and 1 twiſe— — 2 
5 and I twice - — — 2 
4 and 2 twice © ' — — > 
a | wn 2 
e 
Which deducted from 36 


True Remainder is — 29 


Dre Eaamply it is evident, that 
it is 19 to 17 againſt being hit upon a 656. 
Te Odds of 2 Love is about 5.to 2, 


« 


and of 2 toi 1, 
and of 1 Love „ 
| : 2 0 f 5 
A * 
: CHAP, 
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ee EET 
ne 


Fe. you play three up at Back-Gammon, your 

rincipal View, in the firſt Place, is, either 
to ſecure. your own, or your Adverſary's Cinque 
Point; when that is effected, you may play a 
puſhing Game, and! endeavour to. gammon 


The next beſt Point (after you have gained 


our Cinque Point) is to make 2997 Barr © 
*oint, thereby preventing your Adverſary's 
n!! oo re. 

. - ; 3% ; | "4441 


III. 


After you have proceeded thus far, you are, 
in the next Place, to prefer the making your 
Quatre Point in your own Tables, rather than 
the Quatre Point out of them, _ 1 
Having gained theſe Points, you have a fair 

Chance to on your Adverſary, if he is 
very forward: For, ſuppoſe his Tables are 
| 8 at home, it will be then your Intereſt to 
open your Barr Point, and to oblige him to 
come out of your Tables with a 6; and hav- 
ing your Men ſpread, you not only may catch 
that Man which your Adverſary brings out of 
your Tables, but you will alſo have a 3 
. * A 4 * | ity 


\ 
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2b of taking up the Man left in your Ta-- 
bles, * Su Pore that he had two Men 
there.) And ould have a Blot 
at home, it will 0 n be your Intereſt not to 
make up your Tables; becauſe, if he ſhould. 
enter upon a Blot, which you are to make for 


the Purpoſe, u will have a Probability of 


a thir won Which, if accompliſhed, . 


pa par hence MA -4 h.'s ef the Gam: 
mon; w if you have two of his. 
Men up, the Odds is in his vour that you 


do not ene him. 
5 7 * 0 


wa * 


| ol 1 

Durerien- li, e carry your Men home. 
When you carry your Men home, in order 

to loſe no On you are to carry the moſt: 


— our Adrerſary 's 5 are firſt 
Tab] | | * 
5 tht Frag Sis T . b 


ved, till all your Men are 


E vou may ofren 2 e 2 


the ll Frag you ner Barr ylang | 


| binge are to place it on; 
Flee ge. is 6 Paints 1 vi. in 2 


— 


— 


of a Gammon to win a ſingle Hit. 
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putting it in the Power of 2 Fives, or 2 Fours 


to ſave it. 


VII. 


If you play to win a Hit only, you are to 
endeavour to gain either your own or your 
Adverſary's Cinque Point; and if that fails, b 
your being hit by your Adverſary, and you find 
that he is forwarder than you, in that Cafe 

ou muſt throw more Men into his Tables. 

he Manner of ng it is thus: Put a Man 
upon your Cinque or Barr Point, and if your 
Adverſary neglects to hit it, you may then gain 
a forward Game inftead of a back Game; but 
if he hits you, you muſt play for a back Game, 
and then the greater Number of Men which 
are taken up, makes your Game the better, 
becauſe you will, by that Means preſerve 
your Game at home; and you muſt then al- 


ways endeavour to gain both your Adverſary's 
=. mob and Trois Paine or hid Ace and Das . 


Points, and take Care to keep 3 Men upon 
his Ace Point, that if you chance to hit him 
from thence, that Point may remain ſtill ſe- 
cure to ou. V e 4*7 ; 
| VIH. | 
At the Beginning of a. Set do not play for 
a back Game, becauſe by ſo doing you would 
play to a great Diſadvantage, running the Riſk 
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r 
DIR ECTIONS for playing at ſetting out the 36 
Cbances of the Dice, when w are to play 5 1 
2 @& Gammon, or for a ſingle Hit. . 
; Te Aces, to be played on your Cinque 
Point, and Barr Point, for a Gammon, 
or for a Hit. 3 e og} 
. . a II. N . 5 2 
Two Sixes, to be played on your Adver- 
ſary's Barr Point, and on your own Barr Point, 
for a Gammon, or for a Hit. * 


8 2th 21 . 


* Two Trois, two to be played on your 
Cinque Point, and the other two on your 
Trois Point in your own Tables, for a Gam- 
. IV. 


— + T'wo Deuces | to be played on your Quatre 
Point in your own Tables, and two to be 
brought over from the five Men placed in your 
Adverſary's Tables, for a Gammon only. 

r Two Faurs, to be brought over from the 
five Men placed in your Adverſary's Tables, 


and to be put upon the Cinque Point in your 
own Tables, for a Gammon only. 17 


4 * 
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VI. 5 
Two Fives, to be brought over from the 
five Men placed in your Adverſary's Tables, 
and to be put on the Trois Point in your own 


Tables for a Gammon, or for a Hit. 


4 5 VII. 4 . | 3 
Size Ace, you are to take your Barr Point, 
for a Gammon, or for a Hit. N 
VI. e 
Size Deuce, a Man to be brought from the 
five Men placed in your Adverſary's Tables, 
and to be placed on the Cinque Point in your 
own Tables, for a Gammon, or for a Hit. 
Six and Three, a Man to be brought from 


— 


go, for a Gammon, or for a Hit. 
Six and Four, a Man to be brought from 

your Adverſary's Ace Point, as far as he will 

go, for a Gammon, or for a Hit, 


XI. 


vour Adverſary's Ace Point, as far as he will 


Six and Five, a Man to be carried from your 
Adverſary's Ace Point, 28 far as he can go, 
for a Gammon, or for a Hit. 4 


XII. 
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| as » XII. * 
Cinque and atre, a Man to be carried 
from * Adverſary's Ace Point, as far as he 
can go, for a e or for a Hit. 
XIII. | 
ue-Trois, to make the Trois Point in 
2 or 8 wo or for a Hit. 


d to mY ay two Men from the 
& — in your Adverſary's Tables, for a 
( on, OF for a Hit. | 


XV. 

2 1 to bring one Man from the | 
Sante in- your Adverſary's Tables for mo. 
inque, and to play one Man down on the 

Cinque Point in your own Tables for the Ace, 
for a Gammon only. 


XVI. 
Quatre-Trois, two Men to be brought from 
the 5 placed in your Adverſary's N for a 


Gammon, or for a Hit. 


XVII. 


: Quatre-Douce, to make the Quatre Point 
H. o. Tables, for a Gammon, or for a 


XVII. 
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„ 
4 Quatre-Ace,. to play a Man from the i 
Wide ons Atverfiry's Table for the Qi: 
tre, and for the Ace, to play a Man down up- 
on the Cinque Point in your own Tables, for 
a Gammon only. N . 


Trois-Deuce, two Men to be brought fron. 
the 5 placed in your Adverſary's Tables, for a 
Gammon only, oo N 


Trois-Ace, to make the Cinque Point in 
Jour on Tables, for a Gammon, or for a 


* Deuce-Ace, to plagone Man from the-$ 
Men placed in your. Adverſary's Tables for 
the Deuce; ant for the Ace, to play a Man 
down upon the Cinque Point in your own 
Tables, for a Gammon o e 
N 

Dir nc tron s how 20 play the Chuntes that are 

_ markedithus (*) when you are only to play for 

- @ Hir. Fa . W N 
* Trois, two of them are to be 
I played on your Cinque Point in your 
- own Tables, and with the other two you'are 
Quatre Point in your 2 | 

1585 "Y II. 

3 


"ables, 
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II. 

_ +. Two Deuces, two of them are to be 
wed on your Quatre. Point in yeur own 
ables, and with the other two you are to take 

the Trois Point in your Adverſary's Tables. 

The two foregoing Caſes are to be played 

in this Manner, for this Reaſon, viz. That 

thereby you avoid being ſhut up in your Ad- 
verſary's Tables, and have the Chance of 
throwing high Doublets to win the Hit. 


5 III. 
* Two Fours, two of them are to take 
your Adverſary's Cinque Point in his Tables; 
and for the other two, two Men are to be 
brought from the five placed in your Adver- 
fary's Tables. $1. DEITY 


8 0 e e play the Cinque from the 
fve Men placed in your Adverſary's Tables, 
and play the Ace from your Adverſary's Ace 

Point. 8 n | 


2. * Quatre-Ace, play the Quatre from the 
five Men placed in your Adverſary's Tables, 
and play the Ace from the Men on your Ad- 


verſary's Ace Point. 


55 VI. oF 

3. * Deuce-Ace, play the Deuce from the | 

five, Men placed in your Adverſary's Tables, 
. 2 ä 


— . ĩò 
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5 play the Ace from your Adverſary's Ace 
oint. ET, 5 
N. B. The three laſt Chances are played in 
this Manner, for the following Reaſon: B 
laying an Ace down in your Adverſary's Ta- 
bles, you have a Probability of throwing 
Deuce Ace, Trois Deuce, Quatre Trois, or 
Size Cinque, in two or three I hrows; in any 
of which Caſes you are to take a Point, whic 
gives you vaſtly the better of the Hit. 
You may obſerve, by the Directions given 
in this Chapter, that you are to play g Chances 
out of the 36 in a different Manner for a ſin- 
le Hit, to what you would do when playing 
or a Gammon. | | * 
In this, and the foregoing Chapter, plain 
Directions are given, how, at ſetting out, to 
play all the Chances on the Dice, either for a 
Gammon, or a ſingle Hit; but it is impoſſible 
to give full Inſtructions for the whole Progreſs 
of the Game; all that can be done towards 
helping a Learner, is to communicate ſome 
Obſervations, Hints, and Cautions, which, if 
attended to, may be of Uſe to him. | 


CHAP, 


— — — —— 


ry's' Cinque, Quatre, or Trois 


20 Is . 
* 


the J fort Taewrrit on the | 


CHAP. V. 


Some Obs k RVYATTIONSsz HIN S, and Cays 
- - + TIONS, wh.ch are to be tttended*te. | 


1. 


TD Y the Directions given to play for a Gam- 
DD mon, you are voluntarily to make ſome 
Blots, the Odds being in your Favour, that 
they are not hit; but fHould it ſo happen, that 


N 


any Blot is hit, as in this Caſe, you will have 


three Men in your Adverſary's Fables, you 

muſt then endeavour to ſecure N Adverſa- 
oint, to pre- 

vent a Gammen, and muſt be very cautious 

Row you ſuffer your Adverſary to take up a 

fourth Man, 4514 9þ 0 

N 211. 


: Take Care not to crowd your Game at any 


Time; if pofſible. What is meant by crowd= 


Inga Game, 1s the putting many Men either 


upon your Trois or Deyce Point in your own 
ables ; which is, in Effect, loſing of thoſe 

Men, by not having them in Play. 
Beſides, by crowding. your Game, to at- 


tempt ta ſave a Gammon, you are often gam- 


moned ; becauſe when your Adverſary finds 
your Game open, by being crowded in your 
own Tables, he may then play his Game as 
he thinks fit.. 6 | 


* 
PPP 


—.— 
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| OE LET 0 | us 
By Recourſe had to the Calculations, you 
may know what are the Odds of, your enter-- 
ing a ſingle Man upon any certain Number of 
Points, and by that Means you may play your 
Game accordingly. | 


Ik you are obliged to leave a Blot, by Re- 
lt”. had to the Calculations for hitting it, 
you will find the Chances for and againſt you; 
and conſequently you will be enabled tojudgi 
how to play your Game to the greateſt Ad- 


vantage. 
v 


You will alſd find by the Calculations, the 
Odds for and againft you, upon beihg hit by 
double Dice, and conſequently you will have 
it in your Power to chuſe ſuch-a Method of 


Play as is moſt to your Advantage. 
VI. 


Tf it is neceſſary to make a Run, in order 


to win a Hit, and you would know to a Point 
which is forwardeſt, your Adverſary or you, 
take the following Method: + 

Begin with reckoning how many Points you 
muſt have to bring home to your Size Point 
in your own Tables, the Man that is at the 
| greateſt Diſtance from it, and do the like by _ 
every other Man that is abroad; when the 


Num- 
* : 

* 

* * 
7 
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Numbers of thoſe Abſentees are ſummed up, 
add to them the following Numbers for thoſe 
already in your own Tables, (ſuppoſing the 
Men that Mere abroad as on your wa Point 
or —— — ſix for every Man on the 
Size Point, ſwe for every Man on the Cinque 
Point, four for every Man on the \ car 


Point, three for every Man on the Trois Point, 
two for every Man on the Deuce Point, and 


one for every Man on your Ace Point. Do 
the like to your Adverſary's Game, and then 
125 will know which of you is forwardeſt, and 

kelieſt to win the Hit 


* EY 


— 


| JF your Adverſary is greatly before, you, 


GAME of BACK-GAMMON. 195 
ls. va Gd 


OpBstrvartions and DIRECTIONS for a 


Learner that has made ſame Progreſs at Back- 


'- Gammon; particularly DIRECTIONS for 
_ "BEARING his Men. | 2 


I. 


. never play a Man from your Quatre, Trois, 
or Deuce Points, in order to bear that Man 
from the Point where you. put it, becauſe that 


nothing but high Doublets can give you any 


Chance for the Hit; therefore, inſtead of play- 
ing an Ace or a Deuce from any of the afore- 
ſaid Points, always play them from your Size 
or higheſt Point; by which Means you will 
find, that throwing two Fives, or two Fours, 
will, upon having eaſed your Size and Cinque 
Points, be of great Advantage to you: Where- 
as, had your Size Point remained loaded, you 
muſt, perhaps, be obliged: to play at length 


| thoſe Fives and Fours. 


\ ls „ 
| Whenever you have taken up two of pore 
Adverſary's Men, and that you happen to have 


two, three, or more Points made in your own 
Tables, never fail ſpreading your Men, in 


order either to take a new Point in your Ta- 


bles, or to be ready to hit the Man your Ad- 


verſary may happen ” enter. As ſoon as he 
| 2 


enters 


cauſe the faireſt Pr. ur 
has of hitting you, is 5 to 1 againſt him. 


4296 4 fort TREATISE an le 


enters ene of his Men, you are to compare 
his Game with your's; and if you find your 
Game equal to his, or better, never fail taking 
his Man up, if you can, becauſe it is 25 to 11 
againſt his hitting you; which Chance, being 


ſo muck in your Favour, [oy ought always to 


run that Riſk, when you 
his Men up. NE] | | 

There is this Exception to this Rule, that 
if you play for a ſingle Hit only, and that 
your playing that Throw otherwiſe gives you 
a better Chance for the Hit, you ought not 
%%% ͤ TT TM WHT 


"ITT; 


ave already two of 


2 Never be deterred from taking up any one 
Man of your Adverſary's, by the Apprehen- 
do 


ſion of his hitting pou with double Dice, be- - 
robability your Adverſary 


If you ſhould happen to have five Points in 


your Tables, and to have taken up one of 


our Adverſary's Men, and are obliged to 
. a Blot out of your Tables, take Care, 
if it is in your Power, rather to leave it upon 
Doublets, than any other Chance, becauſe 
Doublets are 35 to f againſt his hitting you, | 
and any other Chance is but 17 to 1 againſt 
. e ee . 


* — 
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Two of your Adverſary's Men in your Ta- 
bles;' re better for a Hit, than any greater 
Number, provided your Game is forwardeſt, 
becauſe his having three or more Men in your 


Tables, gives him more Chances to hit you, 


cz 


than if he had only two Men in them. 
rs F #431 4 7. 20 VI. a? * * 183 Nie : 55 


If you axe to leave a Blot, upon your enter- 
ing of a Man in your Adverfary's Tables, or 
_ -otherwiſe; and have it in your Choice to leave 
it upon what Point you pleaſe, always chuſe 
that which is the moſt diſadvantageous to him. 

To illuſtrate this by an Exarfiple, let us ſup- 
poſe it his Intereſt to bit you or take you up 
as Toon as you enter, in that Cafe you are to 
leave the Blot upon his Jowelt Point; that is 
to ſay, upon his Deuce Point, rather than 
upon his Trois Point, or upon his Trois Point 
preferably to his Quatre Point, or upon his 
Quatre Point preferably to his Cinque Point; 
becauſe, (as has been mentioned before} all 
the Men your Adverſary plays upon his Trois, . 
or his Deuce Points, are deemed as loſt, be- 
ing in a great Meaſure out of Play, thoſe Men 
not having it in their Power to make his 
Grngue Point, and conſequently his Game 
will be crowded there 4 open elſewhere, 


whereby you will be able alſo much to annoy 


K 3 VII. 


4 


e "Prin Amin or the * 


| e 
3 1455 0 prevent ur Adverſary from bearing his 
| Men to the grate —.— when you are 
| ORG | to fave your Gammon ; as, for In- 


WE 9 


% 


| e you ſhould have two Men 
= 175 0 his ore Point, and ſeveral other Men 
Abroad, tho you ſhould loſe one Point or two 
FT in puttin your Men into your Tables, yet it 
Is ntereſt to leave a Man upon your 
A *. s Ace Point; which will have this 
I Nen to fi that it will prevent his bearin 
18 to his greateſt Advantage, and w 
* you the Chance of his making a —8 
* ou may chance to hit. But if, 
2 Calculation, 700 find that you bares The, 
'or a Probability of ſaving your Gammon, ne- 
ver wait for à Blot, becauſe the Odds are 


e _ us it, 


; ö 4 - : 
* Fl 1 
4 ITE 3 , { 1 
0 1 * * * 4 * „ 
1 ; 5 my YES 
* * 3 
1 N 9 * F# » 5 * R 
#5 +> 3 WW 13 l p % 
1 7 5 ; " CW 
0 « . * 
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| C H A P, VII. | 
CAs Es, put by Way of Example, to ſhew how 
+. #0. calculate the 2 of . or . * 


I |» Gammon. 


gf : 
\UPPO SE your Tables are 4 ah 4 7 
that you Ran taken up one of your Ad- 
— s Men; and ſuppoſe your Adverſary 
has ſo many Men abroad as require three 
Throws to > pur them in his Tables: I 
Query. hether you have the better of 2 
mon, or not? 
- Aufwer. It * about an equal Wager that 
you gammon him. 
Becauſ. In. 2 frobabjlity, you. will have 
bore two | fore you open your Fables, 
and when Vt 3 the third Man, you will 
be obliged to open your Size or Cinque Point; 
in that Caſe it is probable, that your Adver- 
fary muſt take two Fhrows before he enters: 
his Man in your Tables, and two Throws 
more before he puts that Man into his own 
Tables, and three Throws more to put into 
his own Tables the Men which he has abroad, 
which in all make ſeven Throws : And as you 
have twelve Men to bear, theſe probably will 
take ſeven Throws in bearing, becauſe you 
may twice be obliged to make an Ace, or 
A n before you can bear all your Men. 


K. - B. 


200 A ſhort TaratisE on the _ 
VN. B. No Mention is made of Doublets of 
either 5 Want Brees ring equal to each 


. n ee 1 


£ 


The foregoing © Cafe being July attended to, 


ſhews it is in your Power to calculate very 


nearly the Odds of ſaving or winning a Got: 
mon upon moſt Occafions, 2 


i * — 
, : : : ; , H. i 


*Suppoſe ! T have three, Men upon my Art | 


fary's Ace Point, and five Points. in my Ta- 


bles, and that my Adverfary has all his Men 
in his Tables, three. pay, each of his five” 


higheſt Points : : 785 
Query. Whether the Tight is . le 


e me, or J G7 g 


HAY 0343: 537 | 


e n Points. 


For his bearing 3 Men Sm his 6 Point, is 18 
| from his 5 Point, 15 


05 < d cr from his 4 Point, 12 
EM 07 2 - from his 3 Point, - .9 5 
id , 4419 from his 2 Point, =P 6 
LOFT £5 Df. [aw 1 8 5 
| HT Total — 60 


To 


z 
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To bring my 3 Men from my Ad- 
verfary's Ace Point, to my Size 
Point in my Tables, being for: 


% 


each 18 Points, make in a 


1 : - 
— 8 3 T N a % wu | Y th 
| | The Remainder is 
4 — — / 1 4 KS - * 2 1 . 
1 | 5 08- R 


0 
* 


* 
— 


11 


CE ESA 


- 


And as, beſides the fix Points in your Fa- 
your, there is a. further. Conſideration to be 
added for you, which is, that your Adverſary 
may make one or two Blots in bearing, as is 
* the Caſe. You fee by this Calcu- 
lation, that you have greatly the better of the 
Probabilit bf laving your Gammon. 


N. B. This Caſe is ſuppoſed upon an Equa- 


lity of throwing. 
241] n lie off HM de 27 d 2608, 
Pots och 16 an 
Suppoſe I leave two Blots, either of which 
cannot be hit but by double Dice; to hit the 
ane, that Caſt muſt be eight, and to hit the 
other it muſt be nine; by which Means my 
Adverſary has only; one Dye to hit cither & 
mens 7* N GE A $25; | 9 | © YY 


'& hs 1 17715 % ; 21 — — 
4 104 441. 4 . | en IM * 1 2111 WS * 
4 ö : 


* 99 * 


9- ; 
* 


1 
What are the Odds of his hitting either of 
theſe N Blots? Vs 6% 638 , * 4 g r 


a + 4 WHT EY os i 
4 


_ * Afar 


*4 
- PREG I — — V 


W557 F ⁵³˙ AA v2. ̃⁵— rr eee. et Res rt pee 
- 


ca Keen e. if tee 


7 * MD b * P PX . = - 2 
"+ * | | 1 6 *. bh x 8, 
£ : o Q 5 : 4 
| _ og TREATISE on tb 
— 4 g 
Fs . i I 1. 4 


| The Chances on es Dice ar in all, — 36 


am 


- The e 
* Oo hit 8 are, 


7 
a 


6 and 2 twice, 


2 Deuces, — — 
— — 


— 


$ n, e ; 
- The Chance 5 and 4 twice, — 


** Total Chances for enk, 
| Remaining Chances for not hitting, 25 
30 that it is 25 to 11 that he wil not bit 


1 


* 


that I leave two other Blots 


Which cannot be hit but by doutte Pier, the 


one muſt be hit by eight, and, the other by 


: ſeven. 


4337 » {3 F7 
22 * #4 4 28 "SP 


What are the 7 of I v du - 
ting _ of theſe Blots py 


% * 
* 8 

42 9 - * 4 5 
. : 8 - % ' 1 

„ „ 445 x £45, » j ; £ 4 * 

* * 8 - 4 

. 5 
Fo 44.7 


— 2 

Js and 3 twice, — 2 
I 
I 


2 
= 
1 


Op give. another 1 11 tet ws fu 1 


1 


by 


i 
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A ſtr "=p | 7 


1 The Chances on evo Dice ag nal. re 5535, 


i 
5 and 3 twice, 12 
two Fours,., — r 1 
L 

2. 


to o bit * e, 
two . 1 I 


ane 2. 
ee Fare. 4 and 3 twice, 1 2, 


Total Chances for hitting. 1 


— 


Remain Chances for not hitting, - — 24, 


„ 
3 % 13 
4 þ 
* 1 


** 


© Therefore it is two to one that 1 am not 


"Tie like Method i is to de tiker with tier A 
four: or five Blots upon double Dice; or with 
ots made upon. double and ſingle Dice at 
e ſame Lime; you are then only to find out 
(by the Table of 36 Chances) how many 
ere are to hit wy 2 thoſe Blots, and add: 
all together in one Sum, which. ſubtra& from 


the Number 36, which is the Whole of the 


Chances. _— pen. 2 8 reſolves. 


N fois 2 


1 


The foHowing Caſes are to-ffirw a Way ef 


calculating, Which may be called a ice, 
nical; 


— med . 
4 
#14 F — OET * 


Yr 


\ 


TE RG — —¹ — 


{ 
! 


"4 
p * 2 * * N ju 
">", 3& " 
— - ba I E . * - 
=> 4 * " 2 
e . e . — te. r — 


1 —— — 
F y —_— | 
F * 


4 vid free Tena n de 


N * A 


nical Way of ſolving of Queſtions of the like 


ature. 


would know.what. are. the Nude of A 


ing 7 twice, 878 10 once? 

Ht om | Anſwer... 

It is 5 to 4 *. 10 is thrown once before 
7 is thrown twice, which is * as 
ollows: — 


Soup ofe the Stake depending i is nine Pounds, 


i Throw entitles me to have one third 
rt of that Money, becauſe 7 has ſix Chances 


4or_it,: and 10 has but three W and 


therefore it is two to on. 
1 8. 4. 


For the firſt Throw, 2 — 3» © 


Having taken 37. out of the 9]. for 
the firſt Throw, the Remainder is T 
bl. out of which a third Part is jt 1 
en fax. the einen Wo: 222 of 0 


38 Tue Total is, *** 1 0 

. £4 der ite H, „Remains, 4, 0. 0. 
Bhd The whole Makes 18, 9. 0 55 
ment INERY 1 | 14 N {Tf 

chr. + —3 9 1 128 VI. 


Aꝛuſiuer. 


__ Shillings is the whole Stake de- 


a — — 1 — know what Is my, Share of 
| ha 


Joo. of 4 + 1 


1 would. or are- the Oads et 3 93 
ing a Man upon any certain Point in to. 
T hrows ! 


— 
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that Stake, having laid 18 Shillin gs that enter. 
in two 1 By the Calculations in 
the Table of 36 Chances, it is found that I 
have 11 —— out of the 36 for entering the 
firſt Throw, for which therefore I am entitled 


to 11 9 of the 30 Shillings. „ 
The Stake i is, =*: a 2 211 
e - # *; #3: 


; * Forte fr Throw, — 14 0 af N 
Remains, — as; 0 4 


The "JE being 25 Shillings, 
is to be divided into 36 qual Parts 
of which I am entitled to eleven of 
thoſe Parts, which makes 75. 7d. £ D | 
for the fecond Throw, AT 5 97 2 


Adding chis to the other 11 Shillings,. 1s 24-2 
makes my Share of the Stake to be, 18 7 


— — 


T hen my Adverſary 8 Sbare will be 119 4 A, 


— — 
Total of the Stake, 35 Oo. 2; 
, 241 * Ir. & TE 112 r 


et it is very nearly 15 to 14 in ſa- 
vour of entering a RAO any certain Hoint 


imme ac: nd e ee a ee, 
1 . 2 222161 l 

„ ; ! 'F S828 
WA! f n 1 23-4 12 5 {408 (CHAP. 1 


« via: T3 Þ £4 * Sth: aw 


: 
* 
——— — . 


9 5 * * 0 ” 
7 PPP ̃ 11 ⁵⁰ e r 
a F 


„ Mert TREATEE on the - 


. CHAP. VII 
' Critical Caſe for a Back-Game. 


8 
n 4 f 


and that all his Men. are "GR in. the 
nfüual Manner: 


- For B's Game let us ſuppoſe, that 14 of. 


his Men are placed upon his Adverſary's Ace 
| Point, pooh I Man __ his 2 5 U 


2474 


Which Game CEC co win the Hur 
An 


ts is the beſt by ee Siber, or 21 fer, 


0 becauſe, Fig B mifles an Ace to. 
— © by dve Deuce Point, which is 
2 to 11 againſt h * A is, in that Caſe, to 
take up-B's Men in his Tables, either ſingly, 


or to make Points; and if B ſecures either 


Hs Deuce or Trois Point, in that Caſe, I 
is to lay as many Men down as poflible, in. 
Giters to . hit, that thereby he may get 0 


8 

er ou, 8 pretty me} verſed in the- 
Ne of Back-Gammon, b y. practiſing this 
Back- game, you will become a greater Profi- 


dient in the Game than by any other Method, 


bercauſe ĩt clearly e wo A Power. 


— } k 


. 


ET us fuppoſe 4 at 3 


1 
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Ine A to have five Men 2 
upon his Size Point, five Men upon his 
Point, and five Men upon his Deuce, Lint, 
all in his own Tables: — 
And let us ſuppoſe B to have 3 Men pla 
upon 4's Ace Point, three Men upon 4 85 
ois mon and three Men upon 48 Ci _ 
_— wy, alſo have three Men upon 
—— in his own Tables, and ane: 
Men placed out of his Tables, in che uſual 


Manner: 
Query. 
| Who has the better of the Hit? 
Anſwer.” 

n is 8 Game; but to oy je Gi | 
cally, the Difficulty lies upon B, who is in, 
the firſt Place to endeavour to gain hi * 
and Quatre Points in his own 
when that is effected, he is to play 5 
from As Cinque Point, i in order to oblig 
Adverſary to b throwing e 


t, b 
if B hits, he will ray the a Probabil 
of OY the Hit. | 


III. Wee e 
| „ n Bs Ace 
Point, and three Men upon B's — Point, 
alſo three Men upon his Size Point in his own! 
| Dene, and three Men i uſual Point. 
out 


ITE 


? 


| 208 A: ſbort TxrariszE on the: 
out of his . Tables, and three Men where his 
five Men are uſually MHaged i n his Adverlary' 8 


ables; . F 
t let uy fuppsſe 50 has his Men placed 
in the ſame Manner, In is own and his 
Alverſary's Tables, with this en only, 
**. inſtead of having three Men put upon 
Deuce Point, let him. have "three Men | 
open A's Trois oint : tae 3 


* 5 2:5: mpg ons a H 351691 


0 55 
5 14 * 
a F 1. 13 * 


— 


| 
© £% 
l 


4, bpagſe the Ace and Trois Polaty are 
not ſo good fer a Hit, as the Ace and Deuce 
Points in your Adverſary's Tables, for this 
Reaſon ; becauſe when you are bearing your 
Men, you have, the Deuce Point in your own 
Tables to play your Men upon, W often 
prevents Four making a bee hich. muſt. 


Happen erwiſe to your ry; and take 
care to lay down Men to be hit as. often as 
you can, in order to wo. your Game back- 

fer.” Toe and for the ſame Reaſon avoid hicting 


* 2 Blots w p Ad yerſary makes. K 11 
; * T3 Fe US 


: 


. a Caſe of. Cari r ang Infrudtion. 
(et, us ſup ofe 4 has his 15 Men upon Z's 
Ace Point, 55 ſuppaſed tõ have; his Barr. 
| Point, alſo his Size, Hate Quatre, and 
Treis F oints in his own Tables 

| Query. 


N 


922 


Gm 2092 3 
4 : 


How many Throws is 4 likely to take to 
bring his 15 Men into his own T ane an | 


to bear chem ? 
Anſwer... 


Von may undertake to do it in frenty-bre 


Thivhws, : 
It is Odds 4n A's Favour that he throws han: 


Ace in two Throws;' it is alſo Odds in A's' 
_ Favour that he throws a Six in two Throws; 
when theſe Events happen, A has a Probabi- 
lity of not wanting above two or three Throws. 
to play till he has got all his fifteen Men into 
bie own Tables: Therefore, by a former Rule 
laid down to bring your Men home, and alſo 
for bearing your Men, you may be able ta: 
find out the Probability + the Number of. 

Fhrows required. "Note, 4 n ne | 
does not play. GFR (t 17 n 4 rf 
4 Caſe if G ad Belek. | 
| Where A and B ſhall play as faſt as aſual, 

and yet I ſhall make the 22 laſt, x robably, 
for many Hours. 

We will ſuppoſe B to have bore 13 Men, 
an that { has taken up the two remaining. 
Men: 3, 
And let us ſuppoſe that { has his 15 Men 
in B's Tables, »:z. three Men upon his Size 

Point, three upon his Cinque Point, three 
upon his Quatre Point, three upon his Trois 
Point, two upon his "Hens Thin, and one 
won his Ace Point: The 


5 4 
4. 
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1s 1 2 
me, by always 
has entered his 
upon an cer- 


The Method, which A is t 
Let him bring his 15 Men 
ſecuring ſix 5 Points, till 
two Men, and brought the 
2 Point; as ſoon as * ined that Point, 

— an Ace, Deuce, or Trois, or a 

ich effected, B hits one o them, 


and 4, taking care to have wo or ree Men 


in. B's Tables, is ready to hit that Man; and 
alſo, he being aſſured of taking up the other 
— has it in * Power to er to prolong the Hit 

takes care 


any L 2 
q — to open ſuch Points, as two Fours, two 


Fives, or two Sixes, but always to open the 
-_ * or Trois Points, for B to hit 


D 
; Dirne de Uhanie the Odds 8 two 


for throwing two Sixes, two Fives, or 


two — ours, in three Throws? which, hy BY me- 


ns Kaen may.be; 1 us: 


Anuſioer. 
1 e ing 36 Shilli ings to Was a 
— hy the Thrower will cl 6. 4 | 
A to have for his firſt Throw, 3 0 
{Which deducted out of 36, why :£4% 
2 ich Wer 2 in into 36 Parts, 
* Eleven ese out 38 
ich the 0 e e is to have 45 N 
his ſecond Throw, — 2 
The 1 4 N 5 and es 


2 8: — to e divided i 
e P arts ; 
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Parts; dividing the 30s. ſo, make fo 
many Ten Pences, and the 3 Pence 
divided into ſo many Parts, make ſo 


5 Thirds of Farthings, of which 
rower is to have 3 Parts for his z. 1 


Share for his third Throw, 1 4 
5 | Total for the Thrower, | :3-$ 8+ 
2 


- og that it is 275.' 8d. à to 85s. 24. þ againſt 
the Thrower ; which reduced into the ſmalleſt 
Number, is very nearly as 10 to 3, that two 
Sixes, two Fives, or two Fours, are not thrown 
in two Throws. _ . 


5170 59A 
VI. 1 iff 
Suppoſe A to have 2 Men upon his Sis 
Point in his own Tables, 3 Mori raped 
uſual Point out of his Tables, 2 Mb wit 
the Point where his 5 Men are uſually placed. 
in his Adverſary's'T ables,'s Men upon his 
Adverſary's Ace Point, and three Men upon 
his Adverſary s Quatre Point: | 
And let us ſuppoſe B to have 2 Men upon 
his Size Point in his own Tables, g Men upon 
his uſual' Point out of his 1 en 


on the Point where * Men are a 
b. aced in his Adverſar ables, 5 Men upon 
i 


s Adverſary's Ace 441. wo 3 Men: upon 
his «ons Treis Punt? fer 21 | 


Query. 
rde has the faireft ale to win 1e 
Hit? Anſwer, 


212 . 4 Hort TREATISE en the 
_ | Anſwer, : 


A has, becauſe: he is to play either an ts 
or a Deuce, from his Adverſary's Ace Point, 
in order to make both theſe Points as Occa- 
ſion offers; and having = Quatre Point in 
his Advert: 's Tables, he may more cafily 
bring thoſe Men away, if he finds it neceſſary, 
and he will alſo have. a reſting Place by the 
Conveniency of that Point, which at all Times 
in the Game wi en ee portunityof 
1:2 — for the „if he thinks 

proper. Whereas — readily come 
from the Trois Point in nk ere apa 5 
N © 04 ape IT 


* 
$ 


ET a us bpb 2 1930 B ds chelr Men. 
in the following Manner for 25 | 
yore A to as Men 780 Ps. Size 
Point in his own Table FER en upon Fin 
uſual: Point out of his $, and 

upon his Adverſary s Ace, Deuce, an Trois 
| n 3 Men to be placed upon each Point; 
and ſuppoſe B's Men to be laced in his own,, 
14 va in his Adverſary' s Tables, in the fame, 


rder and Manner. 
The Reſult is, that the beſt Player ought to 
yin the Hit; and the Dice are to be thrown' 
for, the Situation being perfectly equal in 4's, 
and B's Game. 

If /throws firſt, let him endeavour to gain 
"if eres Cinque Point; when 1 at is 


| | „ * N E ected, 


—— — 
4 * . 
8 
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effected, let him lay as many ec r Fee; 
to tempt B to hit him; for every Time that 
B hits them will be in As Favour, becauſe it 
puts him backward; and let A take up none 
of B's Men for the ſame Reaſon .. 
A is always to endeavour to take care to 
have three Men upon each of his Adverſary's 
Ace and Deuce Points; becauſe when B makes 
a Blot, theſe Points will remain ſecure, and 
by Recourſe had to a former Caſe. (Numb. V. 
in the former Chapter) when A has bore 5, 0, 
or more Men, yet A may ſecure 6 cloſe Points 
out of his Tables, in order to prevent B from 
getting his Man home; and by Recourſe had 
to the Calculations, he may eaſily find out (in 
aſe he makes up; his Tables) who has the 
* of the Hit; and if he finds that B is 
forwardeſt, he is then to endeavour to lay ſuch 


Blots to be taken up by his Adverſary, as may _ 


. a Chance for taking up another 


an, in caſe B ſhould happen to have a Blot 3 


at home. i Ro 

Thoſe who play the foregoing Game well, 

may be ranked in the firſt Form 1 
- Sl * ry A II. itt #5 3 OJ 

4 ; „ 14 

A Caſe Curiaſat . 


4 5 . bog 


Y 
1 


0e 


A and Bplay a Bak Gammon, bas bare 
13 Men, and has 2 Men to bear upon his 

Deuce Point,” B has 13 Men in his own Ta- 
bles, with two Men to enter. B is to throw. 
and to name the Throws both for himſelf and 
A, but not to hit a Blot of either Side: 


de 


AI4 .- A fhort TREATISE on the 
* as. 
What We is B to name for both Par- 
ties, in order to ſave his Gammon e 
Anſwer. . 

bg 5 calls for himſelf 2 Aces, which enters his 
3 2 Men upon As Ace Point. B alfo calls 2 
Aces for A, and conſequently 4 cannot either 
bear a Man, nor play one; then B calls for 
2 Sixes for himſelf, and carries one Man home 
upon his Size Point in his own Tables, and 
the other he places upon his Adverſary's Barr 
Point: B alſo calls Size- Ace for A, ſo that 4 
has ane Man left to bear, and then B calls for 
himfelf either 2 Sixes, 2 Fives, or 2 Fours, 
any of which bear a Man, in caſe he has Men 
in his own Tables upon thoſe Points, and to 
fave his Gammon. | 


\The 6 following Queſtion i is to be attended | 
fo, as ng critical and inſtructive. 

45. chat both r and your Adver- 

bles are made u 

ag Fx that you have 1 Man to carry home, 

Ba that 2 as 2 Men on your Barr Point 

to * home, which lye in wait to catch 

an, and that if you paſs him you are 

to win the Hit: Suppoſe alſg that you have it 

In your Mas 1 to run the Riſk o g hit, 

9,7 or by 8, both ag are Faber 

ad double Dice: 


Wich of theſe go is Toy Aer | 


to venture? 


a 
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That of 7, for the following Reaſons: fig, 
becauſe that the Chances of being hit-by 7, or 
by 8, are equal. i ; 
Secondly, If he does not hit 7, you will then 
have in your Favour 23 Chances to 13, that 
by your next Throw you either hit him or 
paſs beyond him. e 
Thirdly, In caſe your ſecond Throw ſhould 


happen to be under 7, and that conſequently 
ou cannot hit him, yet you may play that 
aſt at home, and conſequently leave the Blot 
upon double Dice. . 
Whereas if, on the contrary, you had made 
Choice of leaving the Blot upon 8, you would 


have made a bad Choice, for the Reaſons fol- 


lowing: | 8 N 
Fiyſ, Becauſe the Chances of being hit by 
7, or by 8,: are only . 
Seconaly, Becauſe if you ſhould eſcape the 
being hit by 8, yet you would then have but 
17 Chances in your Favour, againſt 19 for 
either biting him, or paſſing beyond him by . 
your nart 1 mow.) [OUT ER 
" Thirdly, In 3 Throw ſhould 
happen to be Size-Ace, which is ſhort of him, 
you would then be obliged to play the Man 
that is out of your Tables, not being able to 
lay the Six àt home, and conſequently to 
eave a Blot to be hit by a ſingle (or flat) Dye; 


which Event, upon Suppoſition that you play 


for 18 Shillings a Game, it would entitle him 


to 11 Shillings of the whole Stake trees | 


3 


216 A foort TREZA TR, &c. 


D ren kr ch fr Er Er c cx n th 
The LAWS of Back-Gammox. 


II. T* you take a Man from any Point, that 
Man mult be played; the ſame muſt be 

done if two Men are taken from it. 
24. You are not underftood to have played 
any Man, till you have-placed him upon a 
Point, and quitted him, | 

34. If you play with 14 Men only, there is 
no Penalty attending it, becauſe by playing 
with a lefler Number than you are entitled to, 
you play to a Diſadvantage, by not having the 
additional Man to make up your Tables. 
_ 4th. If you bear any Number of Men, be- 
fore you entered a Man taken up, and which 
conſequently you was obliged to enter, ſuch 
Men, ſo borne, muſt be entered again in 
your Adverſary's Tables, as well as the Man 
taken up. - "> | | 
th. If you have miſtaken your Throw, and 
played it, and if your Adverſary has thrown, 
it is not in your of his Choice to alter it, un- 
leſs both Parties agree to it. | 5 
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” End of the GAME of Back-Ganmon, 
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